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• We alway* have a wild time com- 

r 

ing up with prizes for the Playtr's Poll 
Contnst, but we worked overtime on 
this month’s. All of you Bill & Ted 
fans will want to cheek it out! Would 
you believe that we’re giving away a 
phone booth? And it's not just any 
phone booth—this one i? a movie 
star! It’s the time-traveling booth 
actually used by Bill & Ted in the 
movies, and it s going to be installed 
1 the lucky grand prize winners 
house. 

• Speaking of contests, we’re in¬ 
cluding an extra one this month. 



We re <a&k»ng you to g« i your Oauu 
Boy and put your creativity to work 
creating designs and decorations 
that make yours a truly custom 
model. Send us your design on a 
template like the one on page 71, 
and well select the hest ones to fea¬ 
ture in a future issue*. Of course, 
you’ll want to be able to play your 
personalized Came Boy. so be sure 
to make it a working design. 

There weren’t anv customized 


Game Boys at this summers Con* 
sumer Electronics Show (CES), but 

there were lots ol newsworthy new 
products. Of course, Nintendo 
Power readers already knew ahout 

tr 

the star of the show, the Super NFS, 
but you might not know about some 
of the other big announcements. Be 
sure to read our CES wrap-up in Pak 
Watch to find out what’s up in the 
video game world. 

• Our featured games begin with 
Ninja Galden HE. Ryus latest adven¬ 
ture. It ha*- the most intriguing plot 
yet, beginning with a mysterious 

murder that calls 
for Rvus inventi- 

w 

gation. Ninja Gai- 
drn fans won’t be 
disappointed. 

• Since we know 
that many of you 
took advantage of 
our Dragon War¬ 
rior subscription 
bonus, we’re in¬ 
cluding reviews of 
its sequels. Dra¬ 
gon Warrior II 
and HI. The brief 
coverage of Dra¬ 
gon Warrior II 
will bring you up 
to date on the 
story line, then 

w 

well take von 
way back in time 
with Dragon War¬ 
rior III, back to 
the beginning id Frdrieks legend. 
Finally, you’ll learn how the epic 
began. 

• See whats up with the Super NFS 
m a special preview section begin¬ 
ning on page 72 with Super Mario 
World If you thought Super Mario 
was great, wait until you see this one! 
There are loads of great titles just 
waiting for the Super NES, including 
the two others that round out our 
preview. Gradlus HE and ActRaistr 
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Baseball Stars Return 


Recently, a Uttla League team sponsored by Nintendo of America flew to Japan for a waek of baseball 
and tours. Chack out tha details hara. Also this month, we feature a coupla of Mario look-alikes, a heat¬ 
seeking iguana, and morel 


SUPER NES IN CANADA? 

read in the June and July 
issues of Nintendo Power that 
the Super NES is coming to the 
U.S. this fall. It sure sounds greatl 
Will they be sold in Canada this 
fall, too? 

Peter Hughes 
Vancouver, BC 

Our manufacturing facilities have 
been taxed to the max to meet the 
high demand for Japan's Super 
Famicom. We are now concen¬ 
trating on the Super NES but have 
been able to produce only a limit¬ 
ed number. Therefore, we don't 
plan to ship them to Canada this 
fall, and they will probably be in 
very short supply here in the U.S. 
We have high hopes for 1992. 


Nmmub hiu fi,m 


ft's official! Mayor Tom Bradley 
officially declared November 5, 
1991, as Nintendo Fun Day in Los 
Angeles. Now here's a city that 
knows how to have fun! 





Christopher Police of Clarks Sum¬ 
mit, PA recently got a Nintendo 
Action Set for his fifth birthday. 
We don’t think it's possible for 
anyone to look any happier. 


A COLD-BLOODED PLAYER 

T his is my iguana, Phyllis, 
enjoying my Nintendo Enter¬ 
tainment System. Nothing 
personal, but I thinkthat she appre¬ 
ciates the heat generated from the 
NES more than the exciting gra¬ 
phics and great game playl Nin¬ 
tendo and reptiles foreverl 

Jason Tarshis 
Campbell, CA 



WHERE’S FIERY MARIO? 


M y son David is a recent 
subscriber to your maga¬ 
zine and wanted to thank 
you for the Dragon Warrior Game 
Pak. David (age 6), who has played 
Nintendo games since he was 4, is 
quita accomplished in many 
games. He hasstudiad your Strat¬ 
egy Guides and used tham to 
figure out how to play tha games. 
In fact I can say that Nintendo 
Power has motivatad him to learn 
how to read I Not to be outdone, 
brother Robbia (age 3) has also 
taken up the control pad to turn in 
soma pretty raspectable scores. I 
am really pleased to sea him apply 
himself to learning the games 
through his brother's example. He 
has gained a lot of self-confidence 
through his accomplishments. 
There is a definita place for Nin¬ 
tendo in our house. Pat Little 

Pebble Beach, CA 


Boper Mario 
(DavM), left, 
meets Bogolar 
Mario (Robbie). 
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STREKE JAPAN 


Members of the MonUabe-Silnler Cobraa: (Bottom, 1-8) Josb Oonton, Daniel S im t Byron Ottg, Polo QeCano, 
Alonso Grey, Frederick Tremble, Jonathan Balingin. (Middle) Coecb Bobert Slere, Willie Corr, 6J. Ong, 
Antonio Conley, Mlbe Charade, Drew Milam, Gon PenUg, Demarco Powell. (Top) Coach Gary Doolon, Jacob 
Barartein-Stara, Anthony Cooley, Mark Malmon, Shene Milam, Coecb CertJi Knopf. 


As part of a cultural exchange pro- 
gram, Nintendo of America sent 
the Montlake-Rainier Cobras Little 
League team on a memorable trip 
to Japan. It was the first flight for 
many mambers of the team, and 
getting on tha jat was only the 
beginning of a week filled with 
excitement and many other "firsts." 
When they weren't playing baseball, 
the team, coaches, parents and 
volunteers were treated to a whirl¬ 
wind tour of Japan. Many of the 
places they visited welcomed them 
with alaborate receptions, and best 
of all, they toured Nintendo Com¬ 
pany Ltd. in Kyoto. It was a dream 
come true for the lucky players, who 
also got to meet Mario and play 
Super Mario World on the Super 
Famicom. At every opportunity, the 
team exchanged gifts such as 
photographs, baseball caps, and 


playing cards with the opposing 
taams. Although there were com¬ 
munication problems, it soon 
became clear that they all spoke 
ona universal languaga: Nintendol 
When tha Game Boy was brought 
out, the playars from both coun- 


trias knew just what to do: pop in a 
Game Pak, connact the Gama Link 
cables, and get sat for friendly 
head-to-head competition. 



Tbi Amiri can Him gits togitbir lor ■ groip ibol with two of tfia Jipamai turni thiy played igilnit. 


Jipan wia gnat, but thi ailing irttnilli toob tom 
gertlig uteri tol 



By now, you’ve heard lots of exciting things about the capabilities of the Super 
NES. It’s the product of many creative people who let their imaginations run wild. 
If you designed a game system and could have it do anything you wanted, what 
capabilities would it have? Would it clean your room? Do your homework? Take 
yoa to Tahiti? Send your wildest Ideas to us at this address: 


Nintendo! Power 

f*b Pules 
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Ninja Gaiden HI: The Ancient Ship of Doom is Tecmo's third ninja 
action thriller based on the hit arcada game. Although rumor has it 
that this is Ryu‘s final appearance, at least he goes out with a bang. 
The action is non-stop with soma great new moves, like being able to 
grab hold of bars and swing up onto 
platforms from below. The menacing 
story, told in cinema scenes, ties 
each of the seven stages of game 
play together. Look for great graphics 
and super control, just like in the first 
two Ninja Gaiden games for the NES. 

But more than anything elsa, look for 
a challenge that won't quit. 


NINJA GAIDEN 

TECMO 

MEMORY 


MMC.3 


& Sound 


ft Begon Long Ago He' 

(hie day, Ryu Heytbusa of the ^ 1 

stent e)a|a Ingot Ctaa, feari hk i -— j 

lethor gout tod Ala world shattered. i 

His guest for revaega teoh him hill “ ™ 
way are and the wtrid ind through cooattats daagert until tha her- 
rihia truth af hk father's death was ravaalad daring his strutglfl 
agaiaat tha tvll jaqule. Thao, aut al tha aihts af Jaqulo’a nta. 
stopped a aaw villain tamed Aihtir Whaa Irene lew wash Wasp pad, 
Ryu plaagad loto tha fray, hattllag his way to AshUr'a stroaghold 
whan ha Joirotd that tha world homed at tha btiah of chaos. 


A dia pants chase A brutal WrtT% 
betrayal Irsee dead? Ryu tha Bjjf 
hMertf Soma evil mestermkd K2 
must ha at warfc Dt gin uacovorlag hln 
afnlatcr plot by kvestfeating Irene's last 
mlaatoo, coda aamad, “Cardleal." And so 
Ryu Hiyahasa aats out imea more, In a 
game af dark myutaqr ead murder, with 
the fafen of Earth going to tha wkaer. 
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EPISODE HI 


FIRE WHEEL (W) 

Thi Fir* Wheel rotates nrotind 
dyn, wiping nit nnnmlna nnd 
hnnplng him virtually Invln- 
clfefln for n ahnrt timn 


NINJA STAR IS' 

Thn classic Ninja Throwing 
Stnr Is thrown nt an nnnmy 
with Incredible ipeod, than 
It ritarna llhn n hnomnrang 


NINJA ARTS 
POWE R-UP (P) 

0HB| fiya alnsfcsa 
O find <RP) Cf 
K*5 3 Sian (IF) 

B Powar-Upa 
tn raatnr* 
to energy 

n antts nr all 
nf his Ninja 
Power Hn 
can also 

grab Extendnrs (EP) 
thnt add tn his Ninja 


FIRE SHOTS fFl 

This art annda fire apwnrd nt 
nn nngls to stagn any fnna 
waiting for lyu nn a higher 
plntform BKif 


DOWN BLAST (D1 

This fiery nrt senda n hnll nf 
Wlstnrlnf flra ehats at e 
downward angln 


NINJA ARTS & WEAPONS 


BONUSES 


Once again, Ryu can 
look to enhance his 
fearsome Dragon 
Sword with deadly 
Ninja Arts or weapons 
that he finds along the 
way. This tima, you'll be 
able to see the actual 
Weapon i.TSide Ha 
bubble before Ryu 
slashes it. Thaf s a big 
help when you want to 
hang on to a particular 
Ninja Art. 


UP & DOWN [U] 

Uke giant axe blades striking 
straight up end down, th « art 
Is goed against enemies whe 
lurk afceve er helew you. 


SUPER SWORD (SS) 

He Sutler Sword gives dye's 
Oregon Swerd extra range 
with each swing, and yeu keep 
It untfl Ryu lasts s ttfs. 


HEAL(H) 

Rest ere 
Ryu’s Life 
Meter with the Heal 
Pewer-Up. There 
aren't many ef these, 
ee avoid taking hits. 















































































The secret lab is filled with 
bizarre biological experi¬ 
ments, some in huge glass 
tanks, others that attack 
Ryu. Ninje guards and 
hovering robots also pop 
up in Act 1, but Ryu can 
handle them all. This stage 
is just a warm-up to the 
later Acts of the game. 
After slashing, climbing, 
leaping and spinning his 
way through the leb 
rabble, Ryu will face a 
mad, hot-headed scientist 
in body armor who gives 
him a scorching reception. 


Hanging Tough 


Fools Rush In 

Eeemfee otter sppeer suddenly ss 
yos scroll forwent. When running or 
fonplsg, yos may cn*h into them end 
lose HP Scroll elowty shead. 


STAGE 1: THE LAB 


You'll have to move both horizontally and verti¬ 
cally to maka it through the lab. Luckily, Ryu can 
get a grip on almost any surface. There are plenty 
of Powar-Ups, but no Heals or 1-Ups. 


O O @30 O © 


NDO-POWER 


•* Atop a cliff, high above the pound¬ 
ing ocaan waves, Irene Lew runs for 
her life. Pursuing her is a man masquerading os 
Ryu. At the brink of the cliff, a stone gives way 
and Irene falls. When Ryu Larns of the tragedy, 
he vows to seek, I 

beginning 


reveng 
with tha laboratory 
complex Irene was 
investigating. 
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The CIA received a tip about a 
mysterious Dr, Flame experi¬ 
menting with mutated lifeforms, 
so they sent operative Irene Lew 
to snoop around. . 

Too bad for her the jfi' 
Doctor didn't ep- w4xj 
predate house mfMJL ' 
calls. C vis f 


Hotfoot It 


Ryu'u biggest problem wffl he to avoid 
Uii flameu that sheet alias the floor, 

Hop over the fire, thee Jump la cleia aad 
whech Dr. Flimo whsa his uhleld lu 
lowered. Even better, ettach from the 


uickness Counts, At Times 

Meay of th» Isdgtu 9yu Jumps ep to era already occupied by anomiau, aed those 
aaamiet era eauafty camleg to ettaeh. If Ryu leaps gulckty te the epper tedgo, ha'll 
oftaa have time to remove the threat with a flauh af hit uword. 


II you climb 
qulchty up the 
wall aid jump to 
the ledge oe the 
left, you cua race 
through thlu area. 
Otherwise, uuo 
the Fire Shot from 
below 















































































The road to the Castle 
Rock fortress leads 
through a perched desert 
of .treacherous sands thet 
swallow men whole. Then 
Ryu must rece through an 
underground pessege 
where the Earth's molten 
interior threatens to rise up 
and drown him in fiery 
lave. To make things more 
interesting, enemies ap- 
peer continuously, some of 
them swooping down 
from the air. And inside the 
tunnel, Ryu will come 
face-to-face with a new 
horror I 




This desert is any¬ 
thing but deserted. 
Ryu must watch for 
ettecks on the 
ground and from 
the eir. 


Quick Sand 

Ktepjamp- 

fno to avoid jr® 

abiklog. * v&.vt 


Bad News: Part One 


More Bad News 

Move forward slowly. Destroy the Pod*, thee Toodmoo. Turn, attack kovarlog 
eeomles eed get the Pod for e 1-Up. 


Bad News: Part Two 


Wkoo yoo move out oe this 
petck of quickstep koverfeg 
enemies eppeer. Turn 
qolcMy aed strike, or lure 
the ooemy bach towerd 
solid grayed. 
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Having taken the leb by storm, Ryu realizes that something very 
strange was going on there. Scientists don't normally keep armed 

—killers. But then a mysterious man 

appears who urges Ryu to seek out 
the Castle Rock fortress, where he 
’’’■ claims Irene is being held. Ryu 

• I Ar f doesn't ask eny more questions. 

* nm Time is too short. 


START 



vy. VVxp 
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Hanging Out 


Ryo css plch up 
damage it he 
grabs a platform 
too high, ai aa 
aaamy above may 
touch him. 



STAGE 2-2: 
LAVA CAVES 

The rising lava will 
make you want to hot¬ 
foot it out of this hor¬ 
rible hole. 


Fight Fire With Fire 

la the naming caverns, tha Art Shot helps Ryu blast 
through haavily dofeedad vertical areas. 



Steadies on tha far left edge of 
the platform, usa tha Fire Shot 
to aaQ the left aaamy first, theo 
tha right eaomy. 
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Here, stand co the edge of the 
left ledge eeri usa tha Fire Shot 
oa the aoamles shove, 









o 
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Attack From Below 

tf ao enemy is above you oo a ledge, use tha Up V Oowe, Fire 
Shot or Super Sword to defeat him. Thee reave os safely, 
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Lava! 

The lave Is rislag aad if woet 
wait for saythlsg. Use tha 
walls aid ledges te climb 


Fire & 
Spikes 

Staad oa tha right 
adga at platforms for 
safety 





BOSS 

GOR 
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The Gorgon is a huge, flying mutant who 
hurls fireballs collected from the lava of his 

domain. He looks like 
something cooked up by 
a mad scientist, and 



The Gorges throws fire whore you last eppcorel 
■od files a figure II. Coefust him hy jurepleg heck 
end forth Attach oa tha grouad 




maybe he is, 


3* 

* 


€ 




KOi'L M 




































































Q o 0Q©0 


Fire Storm 


Ryu plunges into the 
steamy swamp of the 
Amazon, moving right to 
left. Ryu uses creepers to 
hang from and to avoid 
enemies like Piranha fish 
that leap with snapping 
jaws from the murky river. 
Then he's climbing through 
a dark, wet passage inside 
a mountain while battling 
the forces of evil. He 
doesn't know who is com¬ 
manding the enemies, just 
that he must continue if he 
is to avenge Irene. 


The Mutant Twins are lords of this 
underworld, but it's not much to write 
home about. No one knows how they 
got here, but Ryu intends to find out. 


Wit* so ms oy igty critter* com- 
log titer Ryaa faWe, tihe them 
ot oot ft o time. Jamp up aod 
alush mo Momy, thee drop 
hack to golo time. Now Jump ap 
again tod fijilah tho Job. 


STAGE 3-2: THE TUNNEL 

Flooding from the Amazon creates streams with 
strong currents that pull you downward. 


Fish Stones 

lot this fish go... whits yoo want It to 


This a res of moving platform* 
ood flying nth le m« of tho 
toagheti Jamp onto tho plat- 
lorm ot Hi high point, thoo 
dack ao tho fiiraeho loapa over 
yoo Thot fish msy hs tho ope 
that got owoy, hat there ore 
pleoty more to como. As soon 
oo tho first fish In goos, pre¬ 
pare to hattlo e school. The 
Fire flown Nlaji Art wHI corns 
Is heedy here. Tlmlog yoor 
Jsmpto tho 1 -Up Is also tricky, 
hut yoo dos t woot to let H 
pets. 


© Q OOO 


fie soto oed drop Irom tho 
left aids of platforms. 


Hit&Run 


Wheel of Fire 

H fi» grahksd Wra Fir* Wktil NiMr, •cUv«U 
It index till Fnm Cipnle, grih the fmmr 
Ci|iiiI* Mi nee torwird to git oit ulity. 


STAGE 3-1: 
THE AMAZON 

Leaping from lodge to bovtrtng platform, Rye 

dodgoo aod dacha his way throagh the 
Amozoo. 


Jomp to the left edge ol the 
platform ssd attach the Mechs 
deal Flyer, thee the Plrenho. 


Lucky Star 


TENDCTPOWER 


Having breached tha outer defenses 
of Castle Rock, Ryu meats the video 
image of Foster, who has been wait¬ 
ing for him. He boasts that nobody 
has ever left alivel But when Ryu asks 
if Irena is being held here. Foster is 
surprised. Obviously there is more to 
the mystery and Ryu must press on. 


START 


1 ’ll "V# 4 

,#»'£ , ,>)’ mil* 

i* - v ^ 1 • ..f-uf .u-.A ,u. Y 
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iffr v fc* 

[ f i 1 * wp v 

Tut & 


iTiVH 



|fiKCJ• ' 











SlK 

^ ^ w 







































































































































» 



Ryu has reached the foun¬ 
dations of Castle Rock 
fortress. It's on to the dun¬ 
geons where piercing 
spikes shoot up through 
seemingly solid floors. 
Don't get caught flat-foot¬ 
ed I Fortunately, there are 
heavy chains overhead to 
which Ryu can cltng in 
some safety. Armored 
robots, enemy ninjas and 
tiny jet fighters all home in 
on Ryu at every step. 


A Spike In Time 


CAUTION 


Survival in the dungeons 
depends on avoiding the 
spikas. Use tha heavy 
chains when you can and 
be cautious. 


Leaps Of Tate 

YeucMcatchhetdoftfeoftret jM 
platform fey taping H 

•p Later platform* regain* K 
tot you Jump forward snd H 
upward slmettancourty H 

Timing fa twy ttin g. 


4*1: ANTICIPATION 


One fall will be your last in this area. Remember that weap¬ 
ons and Ninja Arts are located where you need them. 
Knowing each weapon will hint at what to expect ahead. 


endo-power 


^ in- mystt.'ious 

3? IF I -iS stranger who ap- 

, pea red at th^. ^nd 

* of Act 1 reap¬ 

pears, bragging that he was th- one who 
eliminated Irene. But before Ryu can lay hts 
sword on the scum, ha flies away as if he has 
rockets in his shoes. Determined, Ryu follows. 



EPISODE III 


The mfol-Jet* eppeer 
while yne're coecee- 
trating co hopping from 
rock to voch eed roch Is 
chetn. At first they mm 
akrnty, tot's the time 
to attach, or use the Up 
eed Down eed ottach 
from hi km. 


The protector of the 
fortress is yet another 
mutated fiend. He 
won't take a pound of 
flesh; he just likes to 
pound on flesh, Ryu's 
flesh. Who are these 
bosses anyway? 


Cliff Hangers 

Net mry oeemy needs to tote the bite of the flregoe Sword. Ryu 
can afford to be selective. 


Both Sides 


Watch Your Step 


Three's A Crowd 

Three homing rehots converge ea yne ride the 
plntfonn. Bet os tsp aod ottach, hut laht care 
eet to hit eed loae the 1-Up 


The chelo pletterma eve uter to cress 
than the floor. Jett doo t drop ooto e 
aplko or enemy. 


FORTRE 



































































































































Another encounter with the mysterious man reveals 
that his nama is Clancy, and that he has been helping 
Foster on a bizarre project involving Life Energy and 
Bio-noids-super mutants, like the bruisers Ryu has 
been fighting. But now Clency claims to be innocent 
and he wants Ryu to go after Foster! 


less enemies. 
Further on the 
world becomes a 
biomass of roots 
and rotting evil. 


H8W.W WW POWFB 


Swarms of Hover Pods, 
Toadmen and other ene¬ 
mies appear as Ryu 
presses into the fortress. 
He must ride e series of 
platforms before meeting 
laser mutants. Finally, he 
reaches the outer ram¬ 
parts of the fortress. The 
action is intense and 
seems endless. Back 
inside, Ryu meets Fos¬ 
ter. Then comes a fight 
with a powerful bio- 
noid. - - ~ 


Inside the subspace 
dimension, Ryu finds an 
icy world of high-speed 
droos and count- -- 


By now the plot is getting so thick you 
could eet it with chopsticks. Clency, 
reveals that a rift in the ruins of Castle 
Rock fortress leads to a subspace 
dimension that he intends to rule using 
Life Energy and mutants. He will also 
control tha doorway back to our uni- 
versa. Obviously, Clancy has got to be 
stopped. Ryu ia on it. 



















































Now Clancy reveals the 
truth of Castle Rock and 
the huge dimensional warship 
known as the Ancient Ship of 
Doom. Ryu's final chapter 
leads him into the heart of the ship where electrified walls 
and blind jumps could end the hope of Earth. Skill, patience, 
and a noble cause are Ryu's only hope. 
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OCTCRER 

■ From AqENT #999 

Powered-Up Stib 

Give the Red October an extra boost of power at 
any point in the game. Press tha Start Button to 
pause the gama. Than prass the A, B and Select 
Buttons in the following order: A, B, Select, A, B, 
Select, A, B, Select, A, B, Salect, A, B, Salect, A, B, 
B, A. Your Sub will be fully rapaired and it will be 
equipped with 99 Torpedoes, 99 Missiles, 99 
ECM's and 99 saconds of Silent Driva. Tha code 
can only be entered once per game and as soon as 
tha Red October is dafeated, the items will be 
reduced to their standard amounts. 



Prts* SUrt to pswa tha gtma. Than pnus A, B, Saltct, A, 1, Select K B, 
Salact, A, £, Satact, A, It, Salact, A, B, B, A. Ymir Sub will tw supcr-diafgedl 


Level Skip 

If you find yourself in hot water while you journey 
westward, you can skip to the next stage with an¬ 
other long, but easy-to-enter code. Press the Start 
Button to pause the action, then press the A, B and 
Salect Buttons and Left and Right on the Control 
Pad in the following order: A, B, Select, Right, Left, 
Left, Right, Select B, A, B, B, A. You'll be sent 
immadiately to the beginning of tha next stage with 
a completely repaired Submarina. Make sure that 
you usa this code as a last resort, as you can only 
use it once per game. 
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Onot you've decUM to use your dunce 
to skip the mt of the current stave, 
prass Start to pause tha game Theu 
prass A, I. Select, night, Lift, Left 
Right, Select, B, A, B, B, A. You’ll start 
agela at the bitglaalfti of the next stage. 







Torts Of Subs 


If you wait to use the Level Slap coda until your last 
boat has been blasted, you'll be able to continue 
playing with dozens of Subs in reserve. Pause the 
game and enter the code just as tha number of 
subs laft reachas "0". Whan you resume play, the 
number will still read "0". If you lose a sub, though, 
tha number will change to "10" and it will continue 
to count down as you lose Subs, using a counting 
system with letters and numbers- The grand total 
should be about 150 Subs. 
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From AqtNT #710 

Toad Cod® 

You'll need es much help es you can get es you fight 
the forces of the Derk Queen end, with e terrific 
Toad Code, you can teke off with two extre lives. On 
the Title Screen, press end hold the A Button, the B 
Button end Down on the Control Pad. Then press 
the Start Button end you'll begin with five Toeds in 
reserve insteed of the usuel three. Toadelly ewe- 
some I Use the code whenever you continue end 
you'll teer up the treil to the Dark Queen. 


There ere five Speeder Bike courses in the 
Turbo Tunnel. The fifth course is espedelly fast. 
Count the walls es you pess them in this section 
end eim your Speeder 
Bike in e collision 
course for the tenth 
well. There will be e 
Werp in front of the well 
which will teke you to 
Level Five. Just hit it end 
blest offl 

Level Four 

In the lest section of this icy world, there ere severel 
felling pletforms thet actually take you skywerd if 
you jump on them repeatedly. Try this method after 
felling halfwey on the first pletform end you'll meet 
up with a Werp to Level Six. 


Aim for the leeth waO ta the fifth 
Speeder Bike course fer e shortcut 
to level Five. 


When the Tffle Screea appears, press sod bold A, B awl Oown. Thao prist 
Start Yaa'U have a fighting farce of Five Taada la resarva. 

Webfeotsd Warps 

If you've elready seen the weird world of the Toads 
and you want to skip ehead to edvanced stages, 
check out these greet Werpsl 

Level One 

The Warp to Level Three will show up on e ledge to 
the right efter you quickly teke care of the first two 
PSyko Pigs. Hit the left Pig with e running Bettletoad 
Butt, then do the seme with the right Fig end keep 
running, 'fou'll see e flesh of white light on the 
ledge. Jump into it bafore it disappears end you'll 
Werpl 


Hit tha first two Psyfca Flf* with Battfetoad Butts, first tha pig an tha lift 
eod tha a tha ooa at tha right ICaap rsenkta to tha rfflhl aid lump lo tha 

•axt ktdf a to Warpl 


Level Six 

Climb the Sneke to the top in this second Sneke 
saction. Then run to the right end fell down to e 
pletform. If you're there on time, you'll encounter e 
Werp which will zep you to Level Eight. 


Fall halfway on the first platform hi the last section of tha Ice Caverns. Then 
Jump pulctty rad repeatedly se that the platform takes you hack lo the top. 
You'll find a Warp theta that wfll take you to level Six If you hit It to hue 


Bet to tha top of thin area so fast oa you cao via tho Snoko. Boa to the 
right otd loll Yoo’B hit • platform wttft a level Eight Warp! 

The Werps in Levels One, Four end Six diseppeer 
very quickly. You'll probably heve to prectica before 
you can hit them in time to Werp. Keep trying I 
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From AqcNT # 197 

Items-A-Flenty 

There's a Bo Master on the first ledge of Stage 3- 1 
Beat him and collectthe item that ha leaves behind. 
Then double back, drop down onto the fence 
without jumping and defeat tha Fire Thrower. Get 
his item and continue to go back and forth between 
the two until you have your fill. 



m ?! ■ 


Hit tha So Master and coiloct tha item. Thee rue to tha left. Wt the Fka 
Thnmwr and collect another Itom. You cm keep apettfnn Hants until you’ff maxed aut 


THE 

SlfAPSOtiS 



From Aqent #416 

Unlimited Barts 

The Krustyland Amusement Park has a see-saw 
strength tester right next to a high dive platform. 
You can combine the use of these two apparatus to 
collect a ton of 1 -Ups. Climb the ladder and hit the 
character on top with the Slingshot. Then leap off 
the platform to the left and aim for the laft side of 
the see-saw so that you'll send the weight on the 
other side soaring. After you land, grab a bouncing 
Jebadiah Head so that you'll be temporarily invin¬ 
cible and watch the weight as it hits the bell at the 
top. Three coins will burst from the bell. Collect 
them and repeat the maneuver. When you have a 
total of 15 coins, you'll earn a 1 -Up. In the 600 
seconds allotted for the staga, you should be able 
to earn about five 1 -Ups. When the time runs out 

jiuM itJofc Oi <Gtsari i wig, biA juu'li nciK/ui ucntme». 
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Keep collecting coins and 1 -Ups until you've got 
enough to completa the game. 




i 


% 


dlmb to tha top of the ladder and loop 
onto die see-saw at the bottom to rate 
u • Super Man amt get dim Coins. 
Contiauc to collect coins eed 1- Ups until 
you 1 to got as many a you want 



iTi** 






From Aqtiirr #411 

Two Player Continue 

While you automatically have unlimited chances to 
continue in this rescue mission, in a two-player 
game, the first player to be defeated generally has 
to wait until the other player has bean defeated. 
They then both continue the mission at the sama 
time. There is a code, though, that allows for an 
instantaneous continuation for the player who has 
been dafeated. When all of your fighters in reserve 
are gone, press and hold Up and Right on the Con¬ 
trol Pad, then press the A Button. You'll reappear on 
the scene with thraa more chancesl 



When yeur last flfhtur Is pone In a two player same, press end hold Up and 
Jtifht, then prees A and keep fifhUnil 
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Wanted: Special Agents 


A popular activity among Nintendo game experts is developing tips and strata- 
gies. If you’d like to share your own special tips with us, send them ini Choose 
your own Agent Number (3 digits) and be sure to include it with your tips. 
Our address is: 

Nintando Power 
Classified Information 
P.O. Box 97033 
Redmond, WA 98073-9733 
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■ From Aqein #576 

Second Chance Stroke 

You're bound to hit a few shots off target on tha 
challanging courses of NES Open Tournamant 
Golf. And, whila that is part of the game, you may 
want to give yourself a second chance every now 
and again. To do so, quickly press Raset on tha 
Control Dack before the next shot is set up. Than 
choose the same options that you chosa before and 
continue tha gama. You'll start again on the sama 
hole, Just before your last stroke. You'll be sure to 
win a larga pursa at tha end of tha tournament. Of 
coursa, to really tast your golfing skill, you should 
play it straight. 


M 

| From AqtNT #607 

Freeze and Fire 

Dr. Wily's Robot Leaders are a tough lot. Our 
agants hava found a way, though, to make your 
battles with these mechanoids more manageable. 
As soon as the battle begins and you have a clear 
shot, pick up Controller II, then press and hold Up 
on the Control Pad and the A Button. As long as you 
are holding those buttons on Controller II, tha 
action will be frozen. Even though Mega Man will 
not be abla to move, you'll still be able to fire the 
Arm Cannon. Keep firing until the Robot Leader is 
historyI 1 


When you have ■ dear shot n* the Robot 
leader, press and hold Up and A on Coo- 
troHerH Both Meg* Mm and tfco Robot 
Loader will be frozen Contiaan to hold 
tha buttons and fire sway with the Ann 
Cannon. You’ll ICC. tha robot In nc time. 


You'll he 
over sgslal 


Keep tryina untH you bit a perfect shot! 










































ERDRKCK'S SAGA: THE ORIGIN AND 
THE AFTERMATH 

The first role-playing game to be an NES hit. Dra¬ 
gon Warrior set the stage not far what was to fol¬ 
low, but for what came before. In this review we will 
show key moves that will help yau finish Dragon 
Warrior Hand catch up with the series, then weTl 
go back in time to search for the root of the legend. 


DRAGON WARRIOR 

ENIX CORP ORATION 

MEMORY ' u un W ^ 


POV/t R MNf 

n 

i*. 

Graphics I< Sound 

34 

Play Control 

38 

OialUng* * Interest 

30 

Th*m* & Fun 

3 6 




























The telling of Erdrick's legend began in discover the source himself the saga gets 
Alefgard with his descendants. When we bigger and better. 


THE TELLING OF THE LEGEND BEGINS 


A lone warrior sets out to follow | 
in Erdrick's footsteps by bring¬ 
ing peace to Alefgard. To do so, 
he must slay the wicked, brutal 
Dragon lord. 


Hi* 


Villagers yoo 
meet hive tolar- 
mttioQ that wll 
help you coetlnue 
your qaest 


Enter the dark 
places armed wHh 
courage, magic, an¬ 
cient weapons and, 
perhaps, a torch 


mitt 


EXPECT THE UNEXPECTED AS YOU EXPLORE 
NEW TERRAIN 


Instead of traveling alone, now you 
head a party of three as you explore 
the expanded world of Alefgard, 
which is four times larger than it 
was in Dragon Warrior. You'll be 
glad that you have extra help when 
you encounter parties of enemies 
like none you've ever seen. 


JiJiUiA i 


Strategy Is vital whee you 
lacs multiple eeamles. Plea 
your attack. 


The evw world la so big that 
you'll eeed a ahlp to explore 
it all 


THE SECRETS OF THE LEGEND ARE FINALLY 
REVEALED _ _ 


The third game in the series 
might axplain some of the mys¬ 
tery surrounding the earlier epi¬ 
sodes. This tima you head a party 
of four, some of which can make 
beneficial class changes during 
your quest and you can learn 
more spells than ever. Tha pass¬ 
ing of time is an all-new element. 
Explore during the day when you 
can, at night when you must. You 
will explore by ship, as you did in 
Dragon Warrior I, but this time 
you will also have to fly high 
aboard a huge bird to reach 
remote places. 


Emm Level 20 on, yoo 
cik chaege party 
member*' dassea. fit 
cartful, though They 
toae ehffltfea eed ftema 
whaa (hey chenga. 


le daylight, towns bustle with 
activity At night, aome of the 
ahopa close eed some people 
give (ataniatieg etw tlpa. 
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♦^Sunken Treasure *♦♦ 

From Lianport, sail due north to 
tha raaf. Usa Saarc to diva over¬ 
board. Return to Lianport for the 


♦J^TheWorld Tree ♦♦♦ 

/ 

On an island in the south seas 
you'll find a'special tree with a 
leaf that restores life. Head aast 

and south from 
Wellgarth, 
then Search. 


♦f* Mysterious Zahan 

The fabledisland Of Zahan is iso¬ 
lated in the southarn ocean. From 
the World Tree, set sail to the 
east and south. 


Q u,c t,ps 


If you don’t want the second 
quest to drag on, these tips 
will help you find the key 
items so you can get started 
on Dragon Warrior M. You’ll 
still have to raise your levels 
in battle by fighting foes. 


♦j*ThC Golden Key ♦♦♦ ♦♦♦ Making The Water Flying Cloth 


• T . 

In the fishing village on Zahan, 
look for a ddgpn the east side of 
town. This precocious pooch 

will lead you 
straight to tha 
Golden Key. 


♦♦Jailor's Key^r 

In the underground city of Well- 
garth there is a shop with a 
mysterious blank spot in tha list 

of items for 
sale. Point at 
the blank spot 
for the Key. 


In the tampla at Zahan, use Step- 
guard to cross tha barriers and get 
the Loom on the left side. The 
Dew's Yarn is on the third floor of 
the northern Dragon's Horn Tower. 
Take thasa itams to Tuhn and give 
them to Don Mahone. Save the 

game and 

Mahone will 

V i 

ISffjPP have the Cloth 
BRJpj^ ready for the 

Princess. 




The Hiding Place Of 
Roge Fasffinger*f 

Tha prison cell) looks empty, but 
if you walk into the dark wall at 
the bottom you will find Roge's 
hiding placa. 


1 

♦f* Staff Of thunder ♦$♦ 

Once you have tha Jailor's Key, go 
to the jail beneath. Midenhall and 
talk to the prisoners. One will 
reveal his true, evil self. Dafaat him 
and win tha Staff. Sell the Staff for 
9,500 pieces of Gold and repeat 
tha procedure to amass a fortune. 























































4* The Secret Face Of 

Hargon s Castle * 

% ji 

After battling your way through 
Rhone, the last thing you want to 
see is an eerie replica of Miden- 
hall. To make Hargon's Castle 
appear, use tha Charm of Rubiss. 
The Eye of Malroth will reveal the 
stairway up into the castle if used 
AjBHMua in the middle of 

SmSRH the temp!e 

room. 




rSea Cave & 

Monolith Island 

From Osterfeir, sail four units 
west, then head north to the 
Cave. The Island is 23 units west 
of Osterfair. Use the Moon Frag¬ 
ment to enter. 


♦|*Erdrick's Staffer 

fS 

The great champion of long ago 
left his stuff scattered carelessly 
about. The Sword is in Charlock 
Castle; the Token is in Widen hall; 
the Armor is in the cave to 
Rhone; the Shield is in Cannock 
Cestle end the Helmet is in the 
Monolith of Holy. 


t* Sword Of Destruction 


The mightiest weapon in the 
game can be won only in Rhone 
by defeating the Atlas, the Giants 

or the Green 

Dragon. 


QUEST OF FIVE CRESTS 


Before the greet wizard Rubiss 
will give you his Charm, you must 
collect the five lost crests. In a 
cellar room of Hamlin is the 
Water Crest which you win in 
battle. The Moon Crest is found 
in Osterfair if you defeat the lion. 


On an island in the Southern sea 
where a flame bur^is In a mono¬ 
lith, exit the right door and walk 
along the outer wall counter 
clockwise to find the Fire Crest. In 
the dungeon of Rhone Cave, 
battle through the fierce Hork- 


men to find the Crest of Life. The 
Star Crest is in the Lighthouse. 
Find the old man and follow him, 
than dafeat his true form for the 
Crest. Once you have the fire 
Crests, go to the Sea Cave and 
descend to the Chamber of 
Rubiss. 
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Following In his father’s footsteps, the 
brave son of Ortega is committed to find¬ 
ing and destroying the Archfiend Baramos 
His journey will take him to the far reaches 
of the known world—and beyond. Join him 
as he recruits a party in Aliahan- 


Th« 

vast and varied You con wander around 
at will, hut to follow tha most direct 
path to your journey's and. go to tha 
map's numbered locations in tha 
sequence indicated 


O Castla Town of Aliahaa 
© VMo|a of Rem 
O Forest South of Itom 
O Cava aa the Promontory 
© Tewer of N»|imn 
© Shrma East of ATiahaa 
© Cava of ERliccfnast 
O Fomt South af Romtly 
O Castla Town af Aematy 
© Vinaga af Kinra 
ViBag* of Nooaich 
Hiridoa Viltego of Elm 
Cava Went of Noaaiab 
Tower of Shaopaaa 
Town af Asaamm 
Shnoa of tha Swamp 
Castla Town of lata 
The Pyramid 

Shrine Northwest of Homily 
Corfu Town of Porto* 

Cm of Norud tha Dwarf 
Town af Baharata 
Cave East af Baharui 
Shrma of Obama 
Tower of Garona 

Shrfnt at tha Promontory af Olivia 
Shrino South of Port»|a 
Shrmt South of bn 
Viltogo of Todoohi 
Village af Uocol 
Shrma of Usmbad 
Castb of Egmboar 
Shrma ot tha Shoals 
Village af Jipanf 
© Cava of Jipoog 
© Shrino West of Jiping 
© ViHofi or Muor 
© Shnoa of tho Hohhrt 


8 

© 

© 

© 

© 

.1 

© 

© 

I 

© 

© 

© 

© 

© 

© 

© 


© 

© 

© 

© 

© 

Q 

© 

O 

© 

© 


leaf of Worm Troo 
FioW {New Town) 

Village of Soo 

House of tha Wizard ot Grteabd 

Shram South of Gmaabd 

Tower of Arp 

House of Pintos 

Vithfi of Luzomi 

Novel of tho Earth 

ShriM East of Samoaao 


© 

© 


© 

© 

Q 

O 

© 

© 

© 


Castb Town of Samooao 
Cave Southwast of Samoaoo 
Phantom Ship 
Shrma Jad 
Cntar 

Cava of Nacrogaad 
Shrma of Nacre good 
Caitfe of Bammoa 
Castb of Dragoo Qusaa 
Gmat PH of Gwga 






















GOOF-OFF 


Hit oily virtue seems to he 
amusleg other*, but he does 
heve oee Importaet use, e$ 
yoe'll see. 


To plch up (he Putoue Needle, reture to 
Kseeve si eight seri eeter the Item Shop's 
rear exit. 


You heve better thiegs to eo uien sit 
oroueri eed rule. Fled the former hleg 
st the fightleg rleg end tell him thet 
you're }ust eot cut out for hleghood. 


YOUR ADVENTURE BEGINS IN ALIAHAN 


Begin by recruiting a party to 
accompany you on your quest. 
Decide who to include by checking 
the chart and assessing potential 
members' individual strengths 
and weaknesses. Equip them with 
weapons, then set out to find the 
Thieve's Key. Talk to everyona you 
meet, and remamber that people 
sometimes changa their mes¬ 
sages after dark- 


Wslfh the xtamtjgos of each and sateet your 
party members cirafulty Tha dotted lines on 
tha dlsgrams below shew how much growth 4 
chi factors can make la ths dtffamrt skill areasv 


Try to put togathar ■ wtnatog combination. 


LUCK 


STRENGTH 
AGILITY 


VITALITY 


A good detonsrve member to 
htvt, the Priest cea heel 
others eed ettach indirectly. 




OBTAIN THE MAGIC BALL 


As the Hero, you era stroeg 
le battle eed coe Equip 
special weapons eod cost 
unique spells. 

T 


Although he ceo use few 
wespoes, the Wizard Is 
grast at casting stroag 
attach spells. 


He cee't cast spells, hut the 
Soldier's HP grows qulchly. 
He cae also esa most 
weepoes. 


The Magic 9e0 opees doers. To get It go to 
Rseve sed Use the Thieve's Key to flad the men 
who cae make oee. Use the Magic Ball la the 
Cave of Eetlcemeet. 


FIGHTER 


He's stroeg, eglle, sad 
cspahle of mskleg 
tremeedous hits as hit level 
goes op 


WAKE UP NOANIELS 


Angry alves have cast a 
sleeping spell on the resi¬ 
dents of Noaniels. To wake 
them, you must get Wake- 
Up Fbwder from the elves. 
They don't like humans 
and won't part with the 
powder unless you give 
them the Dream Ruby, 
which is hidden in a cave 
to the west of Noaniels. It's 
well guarded, so you'll 
have to use the spring in 
the second basement to 
restore the health of your 
party when it runs low. 


QUEST FOR 
THE GOLDEN CROWN 


The Dream Roby lias hidden le e 
well-gMrded Treason Chest 




Use the Wshe-Up Powder In 
Ncaetels, thee tolh to avoryoen. 


Put Keedar to sleep while yoa defeat 
his mee, then tight him atoea. 


NEEDLE 


YOU ARE 
CROWNED KING! 


Tha King of Romaly won't consider you a real hero 
unless you retrieve his Golden Crown, which was' 
stolen by Kandar. The thief fled to the Tower oi 

Shanpane, but don'tj 


follow until you have 
reached Level 14 or 
15. He waits at the 
top and you will have 
to fight as you climb. 
When you conquer 
him, he'll laave you aj 
Treasure Chest eon- 
teining the Golden 
Crown. 
















































EXPLORE THE GREAT PYRAMID 


The Pyramid is packed with ene¬ 
mies, and to make matters 
worse, magic won't work in cer¬ 
tain areas. There are plenty of 
treasures to discover, so plan on 
making several trips to find 
everything. Be careful opening 
the Traasure Chests, though— 
some contain Man-Eating Boxes. 




The Mammies have 
high Hit Power, so 
beep ycor etreegth 
•p eed eao yoer 
moo wisely. 


The Treeaere 
Cheat! qc the 4th 
Floor looh lovittag, 
het wetch net for 
memmlesl 


Oo you rt me inner 
the childrens soeg? 
Pro es the huttcra on 
the lower right first, 
thee the ooe oo the 
lower loft 


Retere to the door 
offer yoo press the 
Iwttooe Now you 
cee eeter aed tahe 
yoer treoaore. 


THE GOLDEN CLAW 


The Claw la hld- 
doo hi the Pyra¬ 
mid'! secood 
haaoeieet. 
Search le the 
area the photo 
ehowa to fled 
atalra leadleg 
down. 


OPEN LOCKED DOORS 


Now that you have 
the Magic Key, go 
hech eed opee tho 
doora that yoo 
cooldn't opae with 
the Thlm’e Key. 
Yee'fl fled woeder- 
fel treeaerea eed 
get greet eew tips 
thla time aroued. 
Welt eetll olghtfall 
to vlalt lala with 
yoer Key, theo 
retere durlag the 
day to talh fo fhe 
Queue She will give 
yoe the Wizard 
Rlog. Talk to 
aomeooe Jo Homely 
for informotioo 
about the ahlp. 
Whee yoo return to 
Auarom, you'll 
leere ehoet the 
Cave ef Nered. 


THE QUEST OF PORTOGA: FOR THE LOVE OF PEPPER 


The King of Portoga has a 
ship that ha's not using, 
but he won't part with it 
until he tastes Black Pep¬ 
per. Take the Royal Scroll 
he gives you to Norud, 
the Dwarf, who lives in a 
cava near Assaram. He 
will open a passage to 
tha east. 


Show Norud tha Royal ScroN ite 
wfll clear the wey end give yoe e 
few tlpa a hoot fiedleg Poppar le the 
oree beyoed. 


A KIDNAPPED COUPLE AWAITS 


The ahop that eaoelly aotls Popper hea ctoeed 
tacaoae the shopkeeper*! dooghtar, Tooia, Is 
beiog held prlsooer le e Cave oeorhy What 
regee woold do aech e thleg? If'a Kinder, end 
he'a even etrooger thae before If yoe frea 
Taele eod her friend, Oeteo, her grateful father 
will give you Popper fur the King. 


Beef Kaeder a aecoed time, collect 
yoer Popper, thee reture to 
Baherata Whea you praaeet the 
Blich Pepper to the Kleg, he will 
give you a ahlp lo retere Beleg able 
to travel by whip will opee whole eow 
areaaforexploratloa Weigh eechor, 
hoist tho mele aell, eed eet your 
coarse for high adveeterel 















































The House 
of the Wizard 


The Shnne 
South of Greenldd 


The Shnw 
Eut of Samanso 


The Cave 
of Enticement 


The Shnae 
ol Nicrogond 


•»**{* 


SOLVE THE PUZZLE 


BUY THE INVISIBILITY HERB 


SHIP TO THE SHOALS 


la order It enter 
Die Caetlo or 
Edfnbear, yon need 
the Herb of IoyW* 
Wfty Bey ft In the 
Village of Lined. 


When you Use the 
Vim of Droeiht ettho 
Shoals, the Shrhie of 
the Sboefs wiB rise to 
the surfate. It hoeeee 
the Ffail Key. 


THE SEARCH FOR THE FINAL 


Your ship dramatically increases the number of 
places you can go and people you can meet. In fact, 
there are so many of both that it's confusing! Before 
your brain is completely boggled, saarch for the 
final Key. It's hidden in en underwater Shrine, but 
you'll have to visit Edinbear before you can bring it 
to the surface. 


KEY 


To open the hue- 
moot door, yoo 
meit sohre the 
pozzte. Move the 
Blei BooWeri cor¬ 
rectly to open the 
door end find the 
Veto ol Drought 


Shnni Jul 


The Shnne at the 
Promontory of Olivu 


Th* Shnni 
Northwest of Romily 


Tfw Forest 
South ol Romily 


Spirit 


SoMkr 




The Shnu 
South of PortOfli 


The Shnne 
of the Swamp 



The Shnio 

South rf Isis 

House of Hull'll 

mm\ 

.4 * 

BMW*' 1 

The Shnne 
of lumleiri 

Ramli 

^ ' 

if 
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CHANGING CLASSES 

Although you can changa classes at Level 20, we 
recommend that you wait until you reach at least 
Level 30. Considar carefully and save your gama if 
you decide to make a change. That wey, ff you don't 
like the new group, you can restart with the party 
you had previously. 

Characters who change 
will lose their weapons 
and armor as well es 
half of their Strength, 

Agility and Intelligence. 

You can change classes 
only at the Shrine of 
Dheme. 


CHALLENGE OROCHI 


The Moo It the Shrltt of Dhama 
will chttgo oay character^ elm. 


TWO WAYS TO BECOME A SAGE 


The Sage is one of the most useful characters in the 
game, but you can't begin as one. One way to 
become one is to find the book of Satori, which is 

on the 5th Floor of tha 
Tower of Garuna. Fall from 
ithe tightrope to a Treasure 

Chest to find 
it. With the 
book, any 
character can 
become a 
Sage. 


If you're at or above 
Level 23, take on Orochi 
in the Cave of Jipang. 
When you beat him, 
ha'll drop his sword and 
run. Follow him to Himi- 
ko's room. If you attack 
her, she'll revert to her 
true form, that of 
Orochi. Beat him again 
to get the Purple Orb. 


Looks cm be decelvlngl Tho first 
time yos host Orochi, he drops his 
sword ssd reus. The aocortd time, 
he’ll drop the Purple Orb. 


HELP BUILD A NEW TOWN 

An Old Man in a western Field wants to build a New 
Town, but he lacks a Merchant. Bring one from Alia- 
han, then visit the New Town from time to time. As 
it grows, the people tire of the greedy Merchent so 
they jail him. Talk to him in jail, then seerch his 
house for a valuabla object. 

r >i!sdS5&59^HH Rtcruft • Mor- 

Client fw the OW 
Mss, thee return 
to the Hew Town 
sow ssd thos to 
see how It has 
grown 


SET SAIL FOR ADVENTURE 


Ba cause thera ara so many 
places to go, it's easy to miss 
important locations. You don't 
necessarily have to visit every 
site, but if you don't you might 
miss items that are vital to your 
success. In out-of-the-way 
places you can find important 
things such as the Leaf of World 
Tree and the Phantom Ship, Keep 
looking—they're hard to find. 


Lite Ha predeces¬ 
sor, Oregon War¬ 
rior HI haa • Leaf 
of World Tree. Take 
the time to search 
for It on a small 
island. 


FIND IMPORTANT ITEMS IN TEDANKI 


THE ECHOING FLUTE 


Looh far thta very 
aseful Item oa tits 
5th Floor ol the 
Tower of Arp. If eo 
Orb h aaarhy 
whao you uaa the 
Flute, its aonod 
echoes. 


the Lamp of Oaraaoss, which changes 
day to night, la lo Ttdoohl To flod it, 
you must hove the Final Key aed search 
carefully Visit tha village durlog both 
day and eight. Tha Iona prlsoaer la the 
jail hna Information ahnut thn Incottoo 
of the Greet Orh. Tolh to him, thoo 
return ot eight to looh lor It. 


Puah tho ateoa oast 
ol the Houae ol 
Pirates to uacovar a 
stairway Go down 
Into the haaomeot, 
•so Echoing Flute, 
aed search for tha 
Rad Drfa. 




































THE KING'S TRUE IDENTITY 


STAFF OF CHANGE 


SCOUR THE SEAS FOR THE PHANTOM SHIP 


THE SWORD OF GAIA 


flad this one with 
the Mirror 


THE STORY OF OLIVIA AND SIMON 


As thi Ola Mae on tho Promontory of Olivia oxpiatoe, the cfieanel Is corstd 
aad therefore Impambln. Althongh It looha clear, it you try to aall through. 
Its curreata puah you bach To hreoh 
the curse, enter the chanael, aad aa 
It puahaa you bach. Uae the Lochet of 
Love II wIB 
opea the 
choanal, 
attowlag you 
to paae. 


Sail throogh the cbaanel to 
the Shrlae Jnll. Tnlh to nil 
objicts uata you eacouatar 
the Spirit ef Simon The Spirit 
will tell you where to looh to 
find the Sword ef Bata. Vac 
muit have the aword to 
coatinuo your quost, so heap 
trying uatH you fiad It 


TEST YOUR COURAGE 


If you have the Final Key and are at Level 28, go to the 
Shrine north of Lancel. A prophet will offer a challenge. 
You meet his demands alone, so arm yourself with the 
Final Key and the Meteorite Armband. 


FIND THE MIRROR IMAGE 


Laava your comradas nt thn dnor Opea tvery Treaaure Cheat, evaa 
thnogh some release deadly moaaters. Whan you heat them ail, you 
ba wall rewarded 


The Travel Door in the Shrine 
south of Greenlad leads to the 
Castle of Samanao. The King's 
guards immediately throw you 
into jail. Talk to the other prisoners 
to find out about a secret escape 
passage. Go to the Cave Southeast 
of Samanao, find the Mirror of Ra, 
and return to the castle. 


Maay cheats la 
tha Cave coataln 
monstars. Fall 
through a hole fe 
the baaimeat to 


After you use the Staff of Change, give it to the 
Great Wizard at Greenlad. In return, he'll give you 
tha Sailor's Thigh Bone, which will help you find the 

Phantom Ship. Board the ship, 
talk to everyone there, then 
search through the Treasure 
Chests until you find the 
Locket of Love. 


Because It salla aimlessly so 
aa uachartod course, you navar 
knvw whtre tha Phantom Ship 
will bo Whoa at sea, Use tho 
Sallcr'a Thigh Bsaa to locate It. 
Check everywhere natil you Had 
It Tha sailors* ghosts might 
have Importaat tips, so ba sure 
to talk to them. 


Wart uaUI eight fads to rature to tha castle. Climb to tha top 
of tha anat tower, tha a jump over to Uia wait. You will flu d 

tha King nalonp to his bodrocm. 
Stand haalda him aad Uae tha 
Mirror. Tha Mirror rovoala that 
tho Klag is really a Troll. Whaa 
yoo defeat tbe Troll, ha laavaa 
bnhlnd a Treasure Cheat that 
contalaa tha Staff of Chnngn. 


Ratoro to Uia hlddao Village of tha 
llvea. When yon ware thorn before, 
tfcay rafuaed ta ssU yoo aaythiag 
because you ware human. Uae the 
Staff of Chaago to bacoma 
something also, thao go shipping 
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THE BRIDGE TO NECROGOND 


When you reach the Volcano, 
face it and Use the Sword of 
Gaia. The angry mountain will 
boil and bubble and begin to 
spew lava, which forms a mol¬ 
ten bridge leading to Necro- 
gond. When the lava solidifies, 
cross the bridge to the Cave of 
Necrogond. The Cave is filled 
with hideous monsters, but at 
its end is the Shrine that houses 
the Silver Orb. 






This wlchod-lochln$ Vol- 
mote the cce Ortog« fell 
lito after « fierce fight 
maoy peers ngo. 


COLLECT VALUABLES IN THE CAVE 


The Triasaro Chests to tna tninl hasament 
hold two very veleeble Itoms The Ughtalag 
Sword, which be* the seme effect es the 
Boom Spell, Is le oee le eeolher Is the 
Swordadga Armor, which deflects damages 
elmed et yoe hech to Its seeder. 


RAMIA IS BORN 


The Stiver Orb completes 
your collection. Return to 
Liamland and the Chamber 
of the Egg. Place an Orb in 
each of the six pedestals, 
then wait The legendary 
Ramia will appear before 
you. Ramia is your transpor¬ 
tation to the Castle of Bara- 
mos. 


& 


Hu. u 


Flylag with Ramia Is eat cely 
fee, It's also hassle free. Yoe 
won't nnconnter ney nnnmles 
In the elr. 


ARCHFIEND BARAMOS 

The journey through the Castle of Baramos is 
treacherous end confusing. Find the Demon Axe 
along the wey and Equip your soldier with it imme¬ 
diately. When you face Baramos, let your Hero and 
Soldier fight and use your other men to back them 
up with Spells. 




f 


/ 



Bed-Boy Baramos attacks several 
times aach ten. end bis SpcHs are 
the stroagest yoa’va nvar saaa 
Goad lachl 


FINALLY, PEACE REIGNS ... 

OR DOES IT? 

You've done it. After many years of Baramos' 
tyranny, peace reigns su¬ 
preme. You can now return to 
Aiiahan victorious and receive 
thanks from a grateful King 
and accolades from peace- 
loving people But as you de¬ 
scribe your horrific battle to 
the King, a mysterious but 
somehow familiar voice inter 
rupts. . 




Ynnr quesl Is cot complnta, 
after all Samaone-ar Uilof- 
worse than Baramos awaitsl 




TIPS FOR GAINING EXPERIENCE 



#2 


#3 



Metal Gabbles yield the most expert- 
eece points, hut they try to run away 
before they’re ell beetee. If you have 
the Mage, use the Spell of BoDragoe. 
It they doet flee efter the flrat ture, 
you'll be ehle to heat them on the 
aecond. 


When fioopl la left to fight alone, he 
calls lor reinforcements. Instead of 
leaving him for last, defeat most, hirt 
not til, of his friends. Knoch Goopl 
off, then flelsh ihe rest ef hla cohorts. 
It's e great way to gathor experience 

MiImI* 


Use the Golden Claw or the Silver 
Harp to bring the enemies out ot hid¬ 
ing. If you have the Claw, you will 
moot eiemlea with every step yoa 
take until you Discard it. The melodi¬ 
ous sound of the Harp lures enemies 
out when you Use It. 

























SPHERE OF LIGHT 


To get the Sphere of Light, 
you must return to the Over' 
world. Fly on Ramia to the 
Dragon Queen's Castle, 
which is blocked by moun¬ 
tains. You may have seen it 
earlier, but you couldn't 
reach it without Ramia. Go 
to her chamber and talk to 
her. She will grant your 
request for the Sphere of 
Light, the most important 
item in the game. 


To find the Master Archfiend, Zoma, you have to 
travel to his territory, a fearful, dark place. You may 
have to search all over the world to find its 
entrance. It is on an island that was previously 
empty, except for a strange looking pit. When you 
return, you will see a black pit. 


The Qregoa Queee makea a greet 
••orifice hy giving you the Sphere. 


The Great Pit of Glege Is eow a 
suipidoue dark hole. 


If you've played Dragon Warrior 
and Dragon Warrior K, you'll be 
familiar with this dark new world. 


O Port Town 

0 TaatQtl 

0 Tho Cave Southwest of Tantogaf 
O Tho Towa of Heuksooss 
0 Tho Town of Caatiin 
0 Gennhem 
O The Villigu of Kol 
O The Cav? South af Kol 
0 The Town at Rimulder 
© The Shnao of Holy 
0 The Shnaa of the Poison Swamp 
0 Tho Cove Northwest of Tontagal 
0 Tho Tower West of Kol 
0 Rainbow Bridge 
0 Tho Castle of Zoma 
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WHAT'S DIFFERENT ABOUT THIS DAY'S ALEFGARD? 


RfmuWar'a itty- 
ahnp Master anils 
thn Ma|lc ttny In 
DW, M te DW m, 
hn'i juat thinking 
ahnut helldlog a 
Iteyshop 

In OW, ynu found 
n socrot tunnnl 
under thn chnn- 
nn) In OW m, 
thn tanaal Isn't 
ftolsfcnd ynt 


The characters you meet in Alefgard this time are 
the ancestors of those you met in Dragon Warrior 
(DW), so this day's child might be Dragon 
Warrior's adult. How does that change things? 

dw gjjfrggsgf cw m ssaHr ^s ,n dw, the priest 

I i I , ‘ InTaatPQoIhraaha 

a critical com. In 

ffegl l BJh h r Ir f . ii DW 1 K, ht'a • 

yonns child just 

birring 

*pnlla. 


THE SHIELD OF HEROES 


ALEFGARD: ANOTHER WORLD 


It looks like Alefgard, but is it? You'll find out as you 
search for the three items that you must have 
before you challenge Zoma. 


THE SWORD OF KINGS 


Thn mighty Sword of ttlnga, which was made at Orient, waa ahnttnrod Intn tiny 
hits hy thn Archfiend You will nnnd thn pnwnr nf auch • aword whnn you fight 
him Find thn horsn nest nl itauhannss and search the erna around it tn find 
Dricnn 9ntun to thn YINagn nf Itnl and visit thn ahopknepar, whn wna nnen a 
mnater aword smith Give him thn Dricnn and 22,500 pieces cf gold, thnn Innva 
Whnn you rtturt, thn Sword nf ttlnga will hn llatnd nmnng the itnma fnr win. 


Aeether vital item tt thn Shlnio uf Hanma, 
which is hlddnn In n cave nnrthwest of 
Teetegel Thn enve Is amnll nnd It Inohs 
almple Ynu will anon find, though, Ihet nvtn 
amnll caves ere tnugh without maglcl Looh 
fnr thn Shlnld te thn third hnanmnnt 


Thn Armor Is thn mmt difficult nt (hn thren 
Itnma tn ncqulro, an lonh for it Inst It If 
anmnwhem within thn Tower Wnst nt itol, and 
ranching It te nn cahn walh Instend, you'll 
find youranlf walhlng nn mnvlng flnors and 
nvndlng numeraua trnpa. 


TREASURE HUNTING 


As they were in the Overworld, important items are 
scattered around in most of the areas you visit Be 
sure to Talk to everyone. Search everywhere and 
pick up everything you find. 


le Sarit ham, there te n houanthethai a faten 
wall, Juat aa It had In Oragnn Warrior. Puah 
through thn nnrth wall to find thn Silver itnrp 


Thn 9lng of Ufn from thn Tran- 
sure Chnst It llmuldar'a Inn 
restoraa ItP with nunry stop 


RESCUE RUBISS 


Rubiss stands in stony sil¬ 
ence on the 5th Floor of 
the Tower West of Kol, but 
it seems that you can 
climb no higher than the 
3rd Floor. Exit through the 
north opening. You'll end 
up on the ground floor 
before a stairway to the 
5th Floor. 


Fran Schist' aplrit hy Using thn 
Fluta In frotl of her Thn 
grateful spirit wffl rewnrd you 
with the Sacred Amulet 


FIND THE FAIRY FLUTE 


ff yon vn flnlthnd Dragoe Warrior, yon hnnw 
whnrn tn find thn Fnlry Fluta Search far it 
four atepa anuth nf thn fouetalt In thn 
Village of itol Usn It tn frtn 9uhfss 


iw a % 


mm *♦ 
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You no longer have Ramia to 
taka you to Zoma's ramote 
castle, so you'll have to build a 
bridge in order to reach it. In 
this case, you're building a 
Rainbow Bridge with the Rain¬ 
bow Drop, which has three 
important ingredients: the 
Stones of Sunlight the Staff of 
Rain, and the Sacred Amulet. 


Thk timn, inn Stonni 
nit hikdn Tantngel 
Ceatle Uso the hlddnn 
Stain In tfin hrtchnn 


Hia ipirn In ttin Shnnn 
nf Ihn Polinn Swnmp 
nnar Caatlln will glvn 
yon thn Staff nf Rain, 


Tahn tha ftnma In thn Old Man In 
Ihn Sbrinn Sonth of fllmuldnr tn 
gnt Ihn Itntohow Orop. 


IT'S TIME TO TACKLE THE MASTER ARCHFIEND, ZOMA 


Use the Rainbow Drop in a spot northwest of 
Rimuldar, but first, fill your HP and MP to the max. 
Don't expect to get all of the way through the Castle 
in one trtpl It is a very long journey with many con¬ 
fusing twtsts and turns. Save your MP as long as 
possible, and Use the Sage's Stone when neces¬ 
sary if you have it. Return to Rimuldar to replenish 
HP and MP when they run low. You'll need strength 
when you meet Zomal 


In thn 6th Bainmtm sundi Zomn, flanhntl by Uiran hoayinnrts, King Hyrt 
Bnramoi ftnmnn nnd Suramin Snmni. Ifn wise to put Znmi tn ilsnp nnd 
BBt rid nt hit hnnchmmt hntnra tilling him on. Whnn It'n down tn yon nnd 
Znmn, hngli hy utlng thn Sphnra of Light, which redness hfs HF hy onn 
hnlf You will find thnt nttack ipallt nn wnstnd on him, hut hnifiag ipnlls 
ictnnlly dnmign him Vs* hnillng npnlls on ynnronff tn hnep yonr nnnrgy 
np, and fight for thn uKImnte victory I _ 


BARAMOS 

GONUS 


There la ooly nne path to thn haanmnnb 
halow, nnd It* opnnlng Is hlddnn hnhlnd 
thn King * thronn Walk hnhlnd thn thronn 
and Snnrch cnnfnlly. Tnhn n dnnp breath 
and steady yonr nnrves-yos ire nmhnrk' 
lag nn thn most dnngtrous jonraay yeti 


BARAMOS 

GONUS 


Thn 3rd Bnanmnaila n nightmare Thn rotat¬ 
ing flnora scnm Impnsslhlsl Watch for n pnt- 
tnrn In thn way thn floora ratatn, and chnngn 
the direction tn soft yonr nnnda hy pressing 
thn Control Pad nrrowa Press np nn thn 
Control Pnd from thn plscn ahnwn na thn 
photo, thnn yon*11 ranch stairs tn the nnxt 


In the 5th 6 mom tot, you coma npnn 
somnonn fighting a monstnr. H a Ortagaf Hn 
fights vallnntly hut, ntaa, loses. At Inst, yoo 
hnow what hfs nafortunntn fntn la. 


STONES OF SUNLIGHT 


ZOMA: THE ULTIMATE CHALLENGE 


FIND THE HIDDEN STAIRWAY 


UP AND DOWN. 
ROUND AND ROUND 


The thankful King , 
bestows your new name, 6 
Erdrick, 

and declares you^SR 

a legend never 

to be forgotten. aw. 


IT'S ORTEGAI 




THE SACRII 

Whnn yon free thn 
Spirit of Rnhlaa, aha 

AMULET 

ghrea yon thn Sncred 


Am nlnt. 



, w. m 
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Here they orel Hot scores from our hottest ployers. If you’d like to see your nome next to other 
Power Ployers, send your occomplishment to us. You could be the next NES Achiever. 


■DEJA VU 



Kan Decker► 

East Peoria, ILK 

Rnlshed 

Jeannme LeonickK 

Bayside, NY K 

Finished 

Jimmy Crowley ► 

Millvilla, NJ ► 

Finished 

Josh Thurston ► 

East Peona, ILK 

Rnlshed 

Tyler Routt ► 

Elk Grove, CAK 

Rnished 

John Dumas ► 

Purcell, OKK 

Rnlshed 

Brett Robinson ► 

Laplata, MDK 

Finished 

Ryan King ► 

Round Rock, TXK 

Finished 

Eric GillanK 

Vandalia, ILK 

Rnished 

Jerry Hooper K 

Canton, MO ► 

Rnlshed 

David MartzK 

Perkiomenville, PAK 

Finished 

■DIGGER T. ROCK 


John SwofferK 

Ypsllantl, Ml ► 

Rnished 

■DOUBLE DRAGON ID 

Japhat Erum ► 

Seattle, WA ► 

Rnished 

Enc Berdes^ 

Pittsburgh, PA ► 

Rnished 

Willard & Danny Cook^ 

Wind Gap, PA ► 

Finished 

Jeff Benson ► 

Cedar Hill, TXK 

Finished 

Daniel Huffman ► 

Mel more, OH ► 

Rnished 

Raymond O’Brien ► 

Jersey City, NJ ► 

Rnlshed 

Mike McReynolds^ 

Aurora, ILK 

Finished 

Jay Geary & Tom Hartwick ► 

Broken Arrow, OK K 

Finished 

Danny Guislain^ 

Leominster, MAK 

Finished 

Richie Chambers ► 

Rossville, GAK 

Finished 

■DRAGON WARRIOR 11 


Andy Parmeter^ 

Wllllts, CA K 

Rnished 

John Wade ► 

Greensboro, NCK 

Finished 

Adam Graffs 

Pasadena, CAK 

Rnished 

Shawn Stonestrom ► 

Richfield. MN K 

Finished 

Mabel Rogers ► 

Berlin, MD K 

Finished 

Cherisse Ackerman ► 

Sarasota, FLK 

Rnished 

Michael Sandberg ► 

Osh Kosh, Wl K 

Finished 

Michael Panetta^ 

Phoemxville, PAK 

Rnished 

Patncia end Gsne Leight ► 

Saint Cloud, FLK 

* 

Rnished 


■DR. MARIO 

Justin Schafer K 

Ryan Wickstrand K 
Anita Goldberg K 
Meaghann HughesK 
Jason Murrey K 

Matt PilkeyK 

Rocky River, OH K 
Meriden, CT K 
Conterburg, OH K 
Bakersfield, CAK 
Corning, ARK 

Berea, OHK 

570,600 

226,800 

213.200 
194,800 

138.200 
123,000 

■FINAL FANTASY LEGEND (GAME BOY] 

Greg Sadowski ► 

Rochester Hills, MIK 

Finished 

Matthew Warren ► 

Nashville, TNK 

Finished 

Kelsy Schmidt ► 

Madison, Wl K 

Rnished 

Kristopher Grants 

Fruitport, Ml K 

Rnished 

■G.I. JOE 



Lawrence SadakaK 

New York, NY K 

Rnlshed 

Tim Siempllnski K 

Broadview, ILK 

Rmshod 

James Shew 



& Cameron Gandevia K 

Surrey, BC K 

Rnlehed 

■THE IMMORTAL 


Bronson Shelton ► 

Pearl City, HI K 

Finished 

Owen Ryan^ 

South Amboy, N J K 

Finished 

Brooken Smithy 

Louisville, KY K 

Finished 

Samuel Lee^ 

San Dimas, CA K 

Finished 

Ryan Haines ► 

San Springs, OKK 

Rnished 

■KABUKI QUANTUM FIGHTER 


Shane Smith ► 

Brookings, SDK 

Rnlshed 

Terry Airhart^ 

Houma, LAK 

Rnished 


■KICKLE CUBICLE 


Mike Lesmak 

& Jamie Walshs - Retford, Ml^ f4 Finished 

^ k' v 

■ — ■■ ■ ■■ --- - ■ ~ - — mm.— — ■ m . 
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Jan Benson ► 
Stephen Brockman ► 
Cerol Hausler* 
Shelley Kemen ► 


1.543.400 

1.329.400 
1,157,300 

617,900 


Boise, ID* 
Chicago. IL* 

Royal Oak, Ml*’ 
Fremtngham, MA ► 


Rnlshed 


Ed Greenwald ► 


■METAL STORM 


Tommy Fisher* 
Chns Hancock* 


Fort Lauderdale. FL ► Rnished 
Fancy Cup. VA ► Rnished 


■QIX (GAME BOY) 

Laurie Uley Vandervort ► Torrance, CA ► 


Rnished 

Rnished 

Rnished 

Rnished 

Finished 

Rnished 

Rnished 

Rnished 


Jon Romeshko ► 

Ted Santos* 

Vince Capocci ► 
Joshue Butler* 
Moekid Anderson ► 
Jemie McLain* 
Christian Smentek* 
Shaun Johnson ► 


Roselle, IL* 
Kirkland, WA * 
Canton, OH ► 
Quartz Hill, CA ► 
Chicago, IL* 
Gledehill, VA ► 
Chicago. IL* 
Gallatin, TN ► 


■STARTROPICS 


Mike Kllng* 

Jeff Kotchir & Brian Gamtt * 
RoP & Mett Parkins* 
Ray & Kirk Atkins ► 
Christine Wilhelm ► 

Ron Darschewski ► 
David Van Wyk* 

Debra Gammon ► 
Heather Bourntval ► 
George Wooten Jr * 
Gerry & Joachim Castellano ► 


Maple Ridge, BC ► 
Plantation, FL* 
Ansoma, CT* 
Houston, TX* 
Lincoln, NE* 
Glendale, IL* 
Ashburn, GA* 
Reldsville, NC* 
Peercy, AR* 
Nashville, TN* 
Rosella, NJ ► 


Finished 

Rnished 

Finished 

Finished 

Rnished 

Rnished 

Rnished 

Finished 

Finished 

Finished 

Finished 


■TETRIS 


Richie Laskarrs* 
Rebecca Lipka* 
David Lopez* 
Chnstian Dubla* 
Jacky Webb * 

Lisa Cunningham* 
Miko Atherton* 
Lee Foltz ► 

Orlando Tejada ► 
Mika Suits* 


Toronto, ON ► 
Wilmington, NC* 
Union City, NJ ► 
Maspeth, NY* 
Lebenon, TN ► 
Miftlmtown, PA* 
Rice Lake, Wl ► 
Weterford, Ml ► 
Islip, NY* 
Champaign, IL* 


Ron Peters* 

Eric Jubin ► 

Phil Leslie* 

Stan Stawski ► 
Robert Cox ► 

Mike Runde* 
Jamia Scoppe* 
Shawn Provencal ► 
William Gey ► 
Herbie Morris Jr ► 


Windsor, ON ► 99,999,999 

Akron, OH ► 99,999,999 

Willoughby, OH ► 99,999,999 

Mount Ctemms, Ml ► 29,569,860 

Springfield. MO* 27,207,820 

Pomparra Beach, FL* 26,981,900 

Remington, NJ* 26,038,940 

Ware, MA* 25,139,460 

Brockton, MA* 24,105,810 

Okinawa, JAPAN* 22,749.730 


■ULTIMA: QUEST OF THE AVATAR 


Richard Newman* 

Barry Jordan ► 

David Lyons* 

Chris LaRay* 

Merilyn & Leich Trever ► 


South Chicago Heights, 
Searcy, AR* 
Enterprise, AL* 
Livermore. CA* 
Palm Harbor, FL ► 


IL* Finished 
Rnished 
Finished 
Finished 
Rnished 


When your high score blows away the competition, be sure to record it on film and send it to NES 
Achievers. If your is one of the highest we receive, or if you're one of the first to finish e geme, your 
name might be listed in a future issue. When you teke e picture of your television or Geme Boy 
screen, hold your camera steady and use only natural light For best results, use a 35mm ctmora 

without a flosh. Take a few 

j _ shots end send in the best 


■MISSION: IMPOSSIBLE 


David Parsons* 

Houston, TX* 

Finished 

■NARC 



Patrick Snider ► 

Paul Keefe ► 

Jed Brewley^ 

Gregory Anderson ► 

Mkey & Derek Mireszeki ► 
Crls Brown ► 

Aaron Schoenk^ 

Benny Easton ► 

Gerry Vossekuil ► 

Robert Dorneman ► 

Mika Zaura ► 

Levering, Mi* 
Mankato, MN ► 

San Ramon, CA ► 
Arlington Heights. IL ► 
Leamington, ON* 
Kimball, NE* 
Catasauqua, PA ► 
Bonita, CA* 

TWIn Lake, Ml * 
Hazleton, PA* 
Westchester, IL* 

4,951,100 
3,209,000 
3,188,350 
2,391.030 
2,317,300 
2,234,700 
2,185,200 
2,032,550 
1,936,000 
1,765,800 
1,580,400 

■NEMESIS (GAME BOY) 


Ross Staadeck<w> 

Matt Clause 

Hudson, OH ► 

San Jose, CA * 

487.700 

184,600 

■PALAMEDES 

* 


Aaron Paul* 

North York, QN ► 

105,000 

■PENGUIN WARS (GAME BOY) 

Kevin Grabenstatter* 

Buffalo, NY* 

433,200 

■PINBOT 
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HOW DO I DEFEAT THE 
DINOSAUR IN LEVEL 4? 


A fter carefully leaping across 
the bony remains in the tar 
pit, you'll come to the Dino¬ 
saur in a canyon. You can jump up 
on the edges of the canyon in two 
hops. From there, a third hop will 
take you to the top of the Dinosaur’s 
head. Bounce on his head, then 
jump down to the second ledge 
Repeat this jump from head to 
ledge three times to defeat T-Rex 


IS THERE A WAY TO WIN THE 
NUMBER GAME IN LEVEL 3? 



Jump from the adgc of Uio caayoa lo ctia ladga 
markad 1, thaa to 2 tad 3. Bounce on tea ha ad 
than hach down ta the wood teriga three time*. 


and move on when the beast moves 
and the screen scrolls. That sounds 
easy, but the monster is attacking 
you with shots the entire time. Not 
only do you have to bounce on his 
head and then down to the ledge, 
you've got to do it while dodging the 
shots. When you bounce on his 
head, make sure you hear the sound 
of completion. Uke most of the 
tough spots in this game, the actual 
movements will take some practice. 


T he wheel spins and nobody knows where it 
will stop. That is unless you have a way to 
stop the wheel. In the first level you can get 
a magnate from the man in the shop. With the 
magnate you will always win the number game 
and earn four balloons. Yeah, you might say this 
is cheating, but who cares, dude. 


Bart needs to get the magnate 
from this shop le the first level. 


Thee the Number Game la Level 3 
la a sure miegl 




HOW DO I GET THE INVISIBLE 
ATTACKERS IN 3D MODE? 


I n the 3D mode of The Lone 
Ranger there may be times 
when it seems as if you are 
being blown away by invisible ban¬ 
dits. Actually you are under attack 
from behind or from the sides. The 
directional indicator at the bottom 


of the screen flashes red when an 
enemy attacks. Quickly note if the 
red arrow is flashing north, west, 
south or east, then push your 
directional controller in the same 
direction indicated and the A But¬ 
ton at the same time. Now draw! 



The red light ladlcates that you're hi trouble. Turn 
quickly aad fimf 
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HOW DO I GET THROUGH 
THE CAVES TO RHONE? 


T he passage through the tun¬ 
nels to the top of the Rhone 
Plateau is one of the most 
challenging areas of Dragon War¬ 
rior H It is here that you find the 
Sword of Thunder, and along with 
it are minions of monsters trying 
to keep you from using it. You'll 
also find pitfalls and endless hall¬ 
ways that loop on themselves. 
Even the strongest warrior won't 
last long if he doesn't find the cor¬ 
rect path quickly. The maps shown 
here will give you the edge to steal 
through the catacombs and reach 
Hargon's Castle in Rhone. 

LEVEL 4 



The huge chamber of Level 4 It filled with mmles. 
Every step will mutt In combat unleu you sneah 
Into the cave whan your levels am flirty low-Mow 
20 Of course, ft that level any monster you meat 
might b t the last oaa you meet After grahtalag tha 
Sword, head to the upper rtghthmd corner to escape. 


LEVEL 5 



Other areas to watch out lor 
leclude the 1st Floor, which 
has severe I pitfalls, sod the 
2 ed Floor, which la a maze. 
Walk uloog tha laft or right 
walls to avoid tha hales aa 
the 1st Floor. 0e the 2ad 
Floor, look for the stairway 
which la located throe later- 
soctfoau from tha start aod 
down. The stairway leudu up 
to tha 3rd Floor where you 
shoeld mahe a map. 


Level 5 ol the cavou Is pocked with pittulls In (he 
game you cas t see the holes, hut this map showu 
where it'u sale to walk II you havee't yet tound 
the Sword ot Thuoder, however, jump dowa oaa ol 
tha holes. 


LEVEL 6 

The loeg and wind lag road through Level t has a 
number ot tricks la stora. There Is oaa pitfall aad 
numoroau plectu lor a wroag turn. II you utey oa 
tha caatral path uhowa you will maha It through. If 
you go astray, you will wearier ikmg corririoru thal 
repeat thamuelvas. 


GAME PLAY COUNSELOR PROFILES 



Shelley Coillot 

Became GPC March, 1990 
Hobbies Golf, Video Games 
Best Accomplishment- Finished Air Fortress 
in 1 hourl 

Favorite Game Destiny of an Emperor 


Jason Gamage 



Became GPC. March, 1990 
Hobbies No Mercy Football, Gorilla Basket¬ 
ball, Full Combet Baseball and ballet 
Best Accomplishment Finished Streat Figh¬ 
ter 2010 with one menl 
Favorite Game Heavy Shreddin' end Friday 
the 13th, because his name is Jason 


Llywelyn Graeme 



Became GPC March, 1990 
Hobbies Aardvarks and computers 
Best Accomplishment- Finished Nobunego's 
Ambrtionl 

Favorite Game Final Fantasy Legend 


Jane Hacker 

Became GPC March, 1990 

Hobbles Music, Karate, Skiing 

Best Accomplishment Beet Strider in 4S 

mlnutesl 

Fevonte Game Zelda I The Adventure of 
Link 
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WHERE DO I FIND 
THE STONES? 


T here are eight Stones that 
must be retrieved from the 
dungeons of Britannia in 
order to obtain the three keys. 
Most of the Stones are easy to find 
if you follow a few tips. First off, 
you can reach six of the eight 
Stones through the Altar Rooms in 
Level 8 of Hythloth. This is a lot 


easier than sailing all over the 
world. Once you're inside the dun¬ 
geon, looking for the Stone, use 
your Gem Map to scan the sur¬ 
roundings. If you see the Stone 
Room icon, look for obvious pas¬ 
sages to it. If there is no easy pas¬ 
sage, look at the walls. Four dark 
dots will indicate hidden passages 


through the walls that might be 
critical. In some other dungeons 
you'll only be able to reach the 
Stone Room after taking a series 
of stairs. Once you've collected the 
Stones, use them in the appropri¬ 
ate Altar locations of Truth, Love 
and Courage. Now your quest is 
nearing its ultimate destiny. 


DUNGEON 



OF DECEIT 



DUNGEON 



OF WRONG 



DUNGEON OF DASTARD 



DUNGEON OF COVETOUS 



DUNGEON 



Of SHAME 



Before you enter into the Stone 
Rooms you'll meet guardians. 
They will ask you questions. Ans¬ 
wer Yes. Some may require other 
proofs. Be sure to gather all the 
Stones I 


HOW DO I REACH 
INACCESSIBLE STONES? 


THE YELLOW STONE 


T he Yellow Stone of Compas¬ 
sion in the Dungeon of 
Despise, Level 5, is the 
trickiest of the Stones to obtain. 
From Level 1 take stairway A 
(marked on the game map), then 
take stairway B on Level 2 and 
stairway F on Level 3. From there 
head due south to the Star Room, 
find the trigger, exit to the east 
then go south once and east to 
stairway C on Level 4. On Level 5, 
head north through a wall (push¬ 



ing twice to make sure you 
stepped through) and then follow 
the passage west south, west, 
south and through the Star Room. 
Using your Gem Map, you'll see 
the Stone Room in the center. Take 
the second Star Room where 
you'll enter combat. After defeat¬ 
ing the foes, step to the dark spot 
on the right wall to trigger a 
bridge. Now go north and east to 
the Stone Room. Whew! 




Check Ui« Gem Mep of level 5 to see where the 
Stoee Room is located You'll have to circle aroued 
lo the Slur Rooms below the Stoee Room. 



The Gem Mep shows e wealth ot tnformellon You 
ere at Ihe ceetor. The symbols ledlealo both good 
eed bad ports of the duegeoe 
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THE BLACK & WHITE STONES 


The Black and White Stones are a 
different matter. To obtain the 
Black Stona of Humility you'll have 
to pass through the Moongata at 
Moonglow. The trick is for the two 
moons to reach the new moon (or 
totally black) phase. While waiting 
for the conjunction, you can stand 


atop the town where you won't be 
attacked. Stand on the peninsula 
as shown in the photo and as soon 
as the Moongate appears, step 
into it. The White Stone requires 
the use of tha balloon (found out¬ 
side the Dungeon of Hythloth.) 
Sail the craft to tha mountains 



Tha Maoogeta 
■ppcnra aear the 
imall vIRige Watch 
fto changiag 
phesee lor tha oew 
mooea. If yoe mis* 
the Mooagate. waft 
for tha cyclo to 
ropaat 



Sailing oa tha 
world 1 ! wlada hi tha 
feallooe It tha oaly 
way to reach tha 
cm where the 
Whtta Stoae Is hepL 
Whaa yoe aaa tha 
cava, sat down. 


northwest of Britannia Castle (or 
northeast of the entrance to the 
Dungeon of Shame) and look for 
the tunnel opening. Step inside 
and grab the White Stone of Spiri¬ 
tuality. 



Eatw thi Whit* 
Stoaa Cave lor tha 
Stoae of Spiritual¬ 
ity. Luchiiy. there is 
ao great maze or 
mystery here. Jest 
gat the goods. 


THE GREEN & RED STONES 


In Level B of the Dungeon of 
Wrong use Dispel in the top left 
Star Room to quench the fire. On 
the upper left sida of that room 
you'll find a trigger switch to help 
you move on to find the Green 
Stone of Justice. 



To The Greet) Stone of 
Jasttea 



To The Rad Stoaa of 
Velor 


The Red Stone of Valor is on Level 
B in the Dungeon of Dastard, but 
reaching it is tricky. Using the 
game map, go from stairway N on 
Level B to stairway I on Level 7 and 
then to stairway M in Level 6. 


HOW DO I GET 
PAST THE SNAKES? 


I n Kamath's Lair, the Battle- 
toads run smack into the Snake 
Pit where huge serpents squirm 
through holes and make right- 
angle turns. The trick of riding 
these big boas is to watch out for 
obstacles and jump over them, 
and to time your leap onto the next 
snake as it appears from its hole. 
Some of these serpents move like 
the wind, so practice makes per¬ 
fect. 




NINTENDO POWER 
Attn: Counselors* Corner 
P.O. Box 97033 
Redmond, WA 98073-9733 


1-(206)885-7529 
Nintendo Geme Counselor* 
are on call from 4.00 e.m. 
to midnight Pacific time. 
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STORY BEGINS 


Dr. Peyton Westlake's biochemical research on artificial skin tissue 
would have improved the lives of many burn victims. Peyton, however, 
caught tha attention of the wrong people. While worki ng in his lab late at 
night, underworld thugs stormed his house in search of a confidential 
memo. They didn't intend to leave witnesses. After a terribla beating, 
Peyton was caught in an explosion that dastroyad most of his lab. He 
survived but was horribly disfigured. Special treatment at a nearby 
hospital not only changed his appearance, but also gave him super¬ 
human strength. The new Peyton, alias Darkman, escaped the hospital 
to hunt for his attackers and have his revenge. 


GAME PAK DATA BOX 


TM+C* 1991 lilNlVERSAL PICTURES 
"T> 1991 ’OCEAN OF AMERICA INC 
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THE MANY FACES OF DARKMAN 

With his synthetic skin, Peyton can take on the identities of his under¬ 
world anamies and turn their lives upside down as they did his. But, 

Peyton had no time to perfect tha skin. It disintegrates eftar 99 minutes 
in the light. He'll have to work quickly. 



PEYTON 

Darkman's physical abilities 
were greatly enhanced through 
surgery. 


SCALE 

WALLS 

1 3 

mM m 


Your Improved dex¬ 
terity allows yea to 
cllmh nny hnrrlar. 



With ad renal In o, 
pomplng long 
lompn nre enny. 


LOW 

KICK 



the body helps to 
ehmlnote most 
thuqn 


UPPER 

CUT 



Alternating jahn to 
the fnce do their 
share of demnge, 
too. 





You can soon teste victory. 
Scale one last building to battle 
with DURANT. 


Una yoer hoedgao 
to allmlnnta yoer 
anemias. 


Wait for year ana- 
mien to tarn nwny 
as yoe hang amend 


Choose tha right 
time and attach 
from nhova. 


CLIMB UP 

WALLS 


ATTACK FROM 

ABOVE 


Posing as this brawny bruiser 
you must make your way 
through Centrel Park 


To gel t© dlffareo! 
levels. Paoly must 
climb to new 


Ev*ji rho stones are 
weapons lor Pauly. 
Use them wisely. 


Your look-alike weits for you 
somewhere on the streets of 
Chinetown. 


Imitating Smiley, 
your jumpn have s 
Kung-Fa flavor to 


Avoid the ntars 
tosssd at yoe hy tha 
alnja from ad nldas. 


Thrown from a 
dlstancs, stars help 
yoa nvold fights. 


CLIMB 

LADDERS 


PICK UP 
STONES 


KUNG-FU 

KICK 


Um this place ol 
hardware to neutral 
lie the opposition. 


These pr« are po¬ 
tent? Kneel to avoid 
this clown's present, 


HEAVY 

BARREL 


KNEEL 


* 


ha 

/ 



As the Skip imposter, you must 
find the real Skip somewhere in 
the Funhouse 
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TIGHTROPE TEST 

Keep the meter towards the canttr by pressing 
the left button If Uit indicator Is toward the right 
and tba right button If tha Indicator is an tha left 


COLLECT MORE CHEMICALS 


At tha and af aach stag*. Jarkman replenehes his anargy 
using tha chemicals that ha has managed to gather from 
that stage Callact is many as possible. 


DON’T GET TORCHED! 


WRONG CHOICE 

If yoar mllexaa are too 
y, alow or If yoa taka • 

■ l aii 1 ’k wrong taro. Darkmin s 
i l i vf . quest l° r rewnge will 
x} an antlmaly end 

. Qneo again, review your 


Moving flames maka this 
situation even hattar 
Tima your Jump ta avoid 
tha pillar of fire but 
watch eut far dangers 
that may 11a ahead 


Gathering what ha could salvage from his lab, Peyton escaped to a 
Warehouse where he could plan his revenge. Now, as Durant's men sur¬ 
round the building, Darkman must fight to make his escape. 


Your escape from the warehouse It 
almost at ham), le patleof and maka 
yon way ttirnogh tha stage slowly. 


1 * * 

a® 

■! 

m 

XjSTV 

• • i W 


% 

•SjHfii' 


pm 

V if 1 1 »*• 


HSsfSg 



jSSKi 
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CENTRAL PARK 

Now disguised es Pauly, you must cross through Centre! Park while 
evading and battling enemies hidden throughout the forest. Don’t waste 
your energy. Avoid a battle if you can. 



STONE YOUR ENEMIES 

Strewn Amt tht ;trk ire 


IMPOSSIBLE JUMP? 


Thfe is actually a 
snap with tht car- 
met tachniqua. 
Seal* Uit right 
ladder, prett left 
tfl y*ur (ayttick, 
than make ytur 
jump 


As you cilmh through 
thu treetups, jump hum 
ladder to ladder. Avoid 
thu saw bladus 
■ und watch tor 
anemias. 


CONFRONT PAULY | 

1 

L 


ir$ an on- 
fashiaRid slu|- 
lait batwtan y»u 
aad yaur counter- 
part. Bawara af 
tha bambar bldhii 
la tha treat, laid 
luck! 

















FUNHOUSE 

All is not what it seems in the Funhouse. Avoid the clowns as they throw 
pies and roll bowling balls. Beware of the reverse platforms and the 
catapults. Wrong moves on either could mean the end of Darkman. 

Start 



Darkman muct hop through (Ms stage armed with s powerful gun 
Each shot creates a powerful recoW, so stay away from ledges. 


like the platforms la the warehouse* follow 
(ha arrows fa reach the end of tMs 
Fuofrause stags. 


Itch lump must sot up ths 
oest Ths cfismlcsls should 
oot ha a priority. Coocoo- 
trafe on cresting this gap. 


REVERSE JUMP 

On these platforms, yaur mivemtiiti are 
reversed. If yeu want ta move right, preje 
loft. Once yeu leave this plitf irm, 
however, they're back ta annual 


WHICH PLATFORM? 

Reed this mep. The wreeg choice will ond 
your trip Quickly. Uke before, follow the 
arrows fo ths esd of this platform stags. 


LAND ON THE BALL 

Ths last Jump should ho • short, tricky fast 
after ths fosg lump lust before Ride the bah 
to the platform end prepnre to fight Skip. 


p . r m 

see 
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TO r HINATOWN 














SNEAK ATTACK 

etch out far ninja hiding in building windows, 
la't gat caught in a cnssflra Aveld any stars 
fawn by laaplng out if harm's way. 


ELEVATOR FAILURE 

Thar* is n i secret bar*. Chaasa tha path that has fual 
In http yaur akvatar caatkuing an its Jaarnay. If 
yaur chnicn It wrong, tha platform slows ta a halt 


SPIKES 

Tha slightest t^uch fram (hast splkas takas a goad amount at 
energy Memorize thair positions and tima yaur jump ta aveld 


TIME-UP CLOCK 

Watch your tima atlatmant for this lavei. If you taka ta* ling 
Darkman's quest will and abruptly 


contact 


A TRIO OF JUMPS 

At the slightest tooth, those platforms tsN 
Iba bricks Jump qelchly from platform ta 
platform to eveid dissstar. 


SMILEY 


STAR CACHE 


Smiley It one toegh 
character. Year 
host hot is to asa 
yoer stare to wear 
him down, than 
pammsl him with a 
sorioa of blchs until 
ho calls It gaits. 


MOVING PLATFORMS 


Those will surety 
help yoe min your 
daol with Smllay 
Gather thorn all 
bat match oat for 
hidden dangers on 
this treasure hant. 


This part of town is under Smiley's watch. The area is fraught with ninja 
assassins so be on your guard. Watch out for runaway rockets and 
tima-bombs as well as mortar shells launched from the ground. 


Year mak weapon H the throwing star. Avoid battles 
with ninja by a flowing them to jump oft the term. 




Prepare yoursad for the Isat stage hy recovering your 
energy mlth the chemlcets found on this elevator stage 


Avoid the pile-driver at the beginning ol the stage 
and elude enemies by naitg the overhead girders. 


It s the final showdown between yon end Onreet. To avenge 
his mrong, yog must attack qelchly and fiercely. 


1 CHINATOWN 3 1 





1 * 

17.1 


• ^ 
v J 

X-L 

| 1 



9 

W. yf 

I Pi 

II 

iCL 

• 


1 DODGE THE PELLETS 1 

These cannoos fire pallets at regular Intervals. 1 

1 Waft tar the right moment to elide anything 1 

launched from below. 1 

I f— A m A A ' A a J** W • A S 

AS *m, ft ^|vl ft Alim ft ft ft » l 












































































































































m/TEN DO^, 

WWER 


Luke Skywalker • Princess Leia • Han solo 





































as* 
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Elec Man's Elec Beam is so 
powerful that you 
/''vijK should fight this 
f \ sinister shocker first 
fyMpi ) and steal it away for 
V % J use in the other 

stages. 


The hot-headed hooligan that 
heads this stage 
should be third on 

Y° ur * ,st - ^ victor Y will 
MHkftjHf net you his Fire 
Storm. 


© Cc>M«-om Lc. ihJ 'Wl 
C Capcom U Sa., Inc. 1991 


Cut Man Stage 


Ice Man Sbp 


Elec Man St: 


Fire Man Stage 


THE BATTLE 


Dr. Wily has reconstructed a total of 
of his most incredible Robot Mas- 
attempt to crush his mechanical 
nemesis. You’ll meet a quartet of originals in the opening stages. All 
four of these merciless maniacs first appeared in the original Mega 


This vicious blade slinger 
should be your fourth 
conquest. When you 
him you’ll 
his super strong 
Rolling Cutter 


FAMILIAR FACES 

Man adventure. When you defeat them, 
they’ll give up their powerful weapons 
You can choose to conquer these cre¬ 
tins in any order, but we recommend the 
plan described in this review. 


The 


cold creep. Ice Man, is 
equipped with the freez¬ 
ing Ice Slasher. Go 
after him after Elec 
Man and thaw out his 
sinister plans 
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R 'You’ve got to hand it to Dr. 
** Wily. He's one mad scientist who 
just won't throw in the towel. After three NES 
clashes with Capcom's super 'bot, Mega Man, and 
three humiliating defeats, this mechanical mastermind 
has picked up the pieces and launched a new power- 
packed attack. The first Game Boy battle between the 

blue bomber and the evil doctor 
is every bit as challenging as 
their NES bouts. It in¬ 
cludes enough classic 
Mega Man enemies and 
new surprises, like the 
sinister Space Node, to 
keep both Mega Man 
fans and newcomers on 


the edge of their seats. 





































-SfECttL FEATUdE 


i Kplnji Elec Man 

The manic Elec Man 
movas very quickly 
throughout his chamber, 
Stay near the center and 
Jet him jump over you. 
Then, when you've got a 
clear shot let him have a 
blast from the Arm 
Cannon 


The fan In litis 
soctioa sonda 
out a vary strong 
and direct blast 
of air. Jump up 
out ol Its rungs 
and you won't ha 
affected by its 
power 


Jump onto tha blocks aathay 
appear and run agalnat tho 
wind of tha fan whan you're 
forced to stay In one plica. 




DON’T GET BUSTED 


BLOCK 

HOP 


CATCH A 


LOOK, THEN LEAP 


It's good that Mega Man doasn't have a fear of heights. The 
stage leading up to his run-in with the master of electricity is 
mostly vertical. The climb begins at the bottom of an under¬ 
ground electrical center and continues up into the sky. And it's 
packed with plenty of Wily's creations that aim to knock Mega 
Man from his precarious perch. 


Knock Hiatt Ugbring Lards sff af 
titalr floating Chariots with a faw 
shuts from yaur Arm Canaan, than 
hap an and float to tha athar sldt. 


This stage is packad with blocks that appear, than 
disappear fa a sat patten Taka a laak at tho timing 
af thafr appaarancas, than work aat a strategy ta 
claar tha areas 


CLIMB CAUTIOUSLY 


Thara’a no tlma limit to thla 
cllmh. Taka it assy aad 
watch tha aaamlea above 
yoa. Get cloaa and wait for 
thorn to claar out of your 
path. Than maka your move. 


Tha hlocka appaar ana 
at a time Jump onto 
tha firat thraa. Than, 
Hma out tha fourth 
block and jump 
straight up juat before 
it materializes. 


miVMF V Si 




























































































































The shield-carrying Height ls oaly vulaerahte when ho'a 
shooting Jomp from hla shots, then let him have It. 


There ere lour Icicles that drop an the left aide ol this spike-floored chemher Jemp 
ooto each Icicle Just as It lands. Thoe tahe e flying leap from the fourth Icide to the 
platform oa the right aide 


ice Man s domain is very slippery Nor- 
mally. Mega Man can stop on a dime. 
Here, he'd have a hard time stopping on a 
million bucks lined up end to end. Watch 
your step and try to heat up the king of 
cold with a patented Air Cannon Attack. 


Hast the Uoomerang- 
productog machines with 
the Etac Seem helore you 
get close enough to get 
whached 


Avoid contact with the therp 
aides of the Icicles that drop 
from the celling end jump 
from atop the one right of the 
ladder. 


The helicopter hellona that fly 
through several stagea of this 
thriller aro more dangerous than 
they might aeem et first glance. If 
you don't hnoch them out ol the 
ahy right eway. they'll work la 
very cloae end cauae a kit of dam¬ 
age You cee tahe them down le 
this area hy Jumping end firing ete 
gulch end coestaet rate. 


Ice Man throws Icicles at _ 
three heights. Jump over Hi 
the low one, stay under the \ - 
high one, then run and pi* 
jump over the one in the £ = 
middle as you continually ^ 
fire off the Arm Cannon. tE 


Shock the Boomerang producer 
with an Elec fioam blast 


Stand an the tap block here and let it thaw so that yau 
can collect the special Pewer-Up Ham below. 


Ffropots throw out amell hut powerful flomoa Freozo the 
mechenolda with an Ice Sleaher htaat. Then, switch to the 
Arm Caneoe aod finish them off with e harrego ol mega 
power. Five or six rapid-lire shots should do the tiich. 


Flame on I Fire Man's hot haven is riddled with feverish fiends. 
You'll find Ice Man's Ice Slasher to be especially useful while 
you're attempting to cool down the inhabitants. Watch your 
step near the pools of lava and keep charging to the end for 
your fight with the furious leader. 


Put a lid en the flames thst burst 
forth on the platforms hy sending 
out the Ico Slasher. Then leap ovor 
the temporarily Irozen Ore. 


Fire blasts oot of the left side of thla 
platform Hit it with a shot from the Ice 
Sleaher helore the lleme cornea out. 
then jump onto the platform while the 
mechaelom is frozen. 


Make sure that you have power to the Ice 
Slasher before you meet the hot-headed 
leader of this stage. Ice Man's cool 
weapon is so powerful that you'll be able 

t0 use t0 l -3 - - - b-B.a-a-o.o-d r 
quiet Fire Man 

without even , I 

worrying about • L 

making evasive p 

maneuvers. .*» I 


Several different htoda of 
creeturea attach et once 
la thla area Socareluleed 
try to avoid all contact 
with Or Wlly'a minions 


FREEZE AND FIRE 


FREEZE 
THE FLAME 


ENEMY AMBUSH 
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FUTURES 


Ybu'll come across plenty of sharp implements as you 
attempt to clear Cut Man's quarters. Be sure that you 
know where every mechanoid appears and make the 
proper preparations to blast them or gat out of the way. 


The Fire Storm is your weapon of 
choice while taking on the sharp 
attack of Cut Man. After just a few 
fiery blasts, there'll r 
be nothing left but -;j __ 
ashes and you'll jL 
collect the Rolling 
Cutter. 


Walt aatil yoa’re directly aadar the 
top Torret hare, thaa hlait all tha 
turrets with tha threa-way flrfag 
Else Beam 


Aa sni aa yoa aaa tha Bazzaaw 
Blade, lamp and fire repeatedly aed 
yoa’B knock It out before it rolls. 


Make year way I© tha vary edge of 
tha coeveyor. Than taka a loop leap 
to tha left and collect tha 1-Up. 


With a few wall placed 
Eke Beam ahota, 
yea’D ha ahla to taka 
out tha Torreta aad 
Bazzsaw Blada la thla 
area. 


Tha heat way to tsckla thla 
imall aactioa It to mova aa 
qalchly at pattlbla whila 
avoldlag aaamy coatact 


PICK UP POWER-UPS 


Walt far tha shack ta temporarily 
dkappaar hare and drop down ta 
^ N cullwct tha 
Anwar-Up 

' ’ ’' I capsules. 


I>ct you pap luhhla Man, 

Jf JU*H aarn his stran|« hut 
pewarful Bubble Lead Try ta 
fry him with tha Elac Baam. 


Yau'rt taw equip- 
p«d with a ftaiUng 
platfann davlca. 
Use it to Jump ta this 
htflh parch and cat* 
ltd tha t-Up. 


Once you take care of the first four 
Robot Masters, you'll find four 
more in Dr. Wily's revamped Skull 
Castle. 


Just as yau pass tha Fire pst In pur faM 
dawn this Isif shaft, youll havs ta werkta 
tha lift vary quickiy and avoid being 
plarcad ky the spikes. Even the slightest 
touch to the point# i end ef the spikes Is 
deadly. 


Atamlc Fire will be yours 
ence yiu step Fire Man. 
Freeze his attack with a 
quick lea Slashsr harvaga 


Knock tha flash sut sf Flash 
Man with Fire Man's Atomic 
Fire. With a victory, yau’ll 
net the Time Stepper. 


DESTROY 
THE DRILLS 


Uia tha fleeting 
platferm ta get 
te tha laft slda 
•f this gap sr 
yau'l land on 
tha spikas. 


v 


Seer- Wily o*it of his Skull and 
you'll meet him et tha new h«gh- 
tach Space Node, home to a horde 
of sinister mechmesl 
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The'77 mystic Magi are pieces 
. of a statue that is said to have 
magical, powers. Your fathar 
left homa years ago to find the 
Magi. Now that you have 
grown, you heve decided to 
seek out your father. The road 
ahead holds many mysteries. 
You must choose the mambers 
of your party wisely and listen 
carefully to clues from the 
people that you meet along the 
way. 

■s w jn.rjrwf.’+.'m 


The Final Fantasy Legend 
continues with a danger¬ 
ous journey for a new 
band of fearless war¬ 
riors. This epic sequel is 
even longer and more in¬ 
volving than Square Soft's 
original Game Boy RPG. 
You'll find tons of worlds 
to explore and countless 
villains to conquer. *\ 



Not only is the second installment of enthusiasts and beginners. There's 
the.series longer than the original, but lass emphasis on charactar building 
it also includes featuras that will make and mora of a focus on mystery solv- 
playing more enjoyable for both RPG ing and exploration. 


Combat Rules 

When a member of your partyhas 
bean defeated, they'll only be 
stunned for the duration -of the 
battle. Once the fight is over, your 
downed party members will be 
revived. If your whole party goes 
down, the great leadar Odin, will 
giva you another chance. 





Memo Feature 

There's no need to writa down 
important clues from the villagers. 
When you're solving a mystery, 
just access the Mamo Feature and 
select the topic of your inquiry so 
that you can reread the useful 
information pertaining to that sub¬ 
ject. It's all stored in memory. 



Three Parties 

It requires many hours of play to 
take one party through the game. 
Since tha Geme Pak is equipped 
with a battery, though, you can 
save your progress and completa 
the journey ih several playing ses¬ 
sions. Tha three saving positions 
allow for three different parties to 
be storad. 
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VECJAL FEATURED— 


GAME BOY- 


D 


ooo 


Once you set off on your journey there's no 
turning back. Choose the members of your 
party wisely and stock up on useful items 

Recruit Fighters Equip Yourself 

Ultra are eight types of cherecttra to Sites taomlt* uaoofty hit your party 
chMM from Humous salt hit polctt laadar first, yau ihould make flora 
julchty aid Mataets caa accumulate that your charactar Is eqaipped with 
magic. Characters from tons# two groups Ita atraiftst armor tad la a boat 
shield form tha core of yaur party. shlaM 


before you get too far from home. It pays to 
talk to all of tha townspeople and gather 
clues for the long journey ahaad. 




Seek Assistance Take Medicine 


Msha sura that yau talk to ovary 
charactar fe tvory to we. Ip a few 
crucial attuatieea. you’ll tied atraag 
characters to jole your party eed glva 
ya« mach needed asslstaaca. 


It halpa la stoch up aa Pattens eed 
Curaa hafora yau oxitara dtagereua 
areas. Yau should alU toho adveetage 
af tha Mu bats' abtflifai to heal 
wounds ail) raatori hit poto*. 


Hunan M 

4 


Buy 


Hunan F 



Stl 1 


Hvtant H 



Exit 

|[ 2682GP 


Robot 
SI ana 
noby-D 


on; 







k a 




k a 


A long time has passed since your father left home. Now that you're old 

enough to fend for yourself, you've decided to seek him out and discover 
the mysteries behind his disappearance. The journey begins at home. 

M 
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ah of 
tha hoam 

collect 
that 
will help yoa 
oa tho jour- 

ahaad. 
of tha 


h?#sta 

Mr S Is 
Wlpped 
with tha 
pawars of 
Olssalva, 

Pm and 
Cura. Lat 
him asa 

thaaa ehllMea fa Httlr fuHast whlla ha 
k in your party. 


Mr. S halpa yau through tha first cava aed thee 
leaves yoa to aaplora tha rast af tha world. 

4 

Yoa'll malt Kl In tha Shrine of lain She’ll clua 
you In eft tha locatloa of tha aacfaaf roUca. 

Soma af tha Magi hava baaa hMdaa la tha rallca. 
Ha altar tham btfere tha evil Ashure cao hast yoa 
to It 

Aahara's laaa is futl af vIHatoi aid headlts. la 
prepend hafora yoa ga thara. 

Tha (nurany begins In your bematewn Collect 
claaa end a valuable Pottoo hafora you leave . 

Than art Important chiaa aad llama la tha * v 
aacaad towa Collect tham aad candaua 
Tha Mllsf at Ina Shy is tha getaway to tha uthtf 
worlda Yay'U gala aacaaa to It hy caHactlag tha 

Uafll 


1 1a tha daaart 
tawe, yeu'l 
get • duo 
regarding tha 
whereabouts of 
Ashura'a Tower. 


Ashura a 
Town k 
•ext to 
towar Stech 
ap on Patloea, 


3 k myatarroaa 
maahod mas is 
locked la Ashura'a 
Tawar. Sava him 
aad ha'll join yoai 
uartv 


There are many challenging After you get through the cave, make 
battles ahead. Form a your way to the Shrina of Isis. There, 
strong party and get as Ki, the healer, will clue you in on the 
much help from the towns- location of the Magi, 
people fcs'you can. One of 
them will offer a Fbtion and 
Mr. your teacher, will 
accompany you through the 
first cave. Use Mr. S' strong 
abilrttes to defeat the ane- * 
mies in the cav§, 

t \ 


Ashura ts attempting to collect the 
Magt for-hfg, - own sinister purposes. 
Track him down in his-tower and put 
an end to his evil reTgn. 





















































































The Giant's World is where the 
Adventurer's Log, which comes with 
the game, leaves you to explore on 
your own. Use the maps end strate¬ 
gies on the following pages for assist¬ 
ance. The inhabitants of this world 
were once huge creaturas until they 
created a reducing device called the 
Micron. If you can find tha Micron, 
you'll be able to return to the First 
World, shrink tft microscopic size 
and defeat the soldiers of Ashure 
that have mvadad Ki's body. This 
valuable device, and some Magi, ate 
hidden in die Giant's deserted town. 




_!***#¥ ff 


<J KWH )J^»W 
iWHHH n H i 


I Tht ptapte of fta 
Ditto Uwfi may Pa 
' jtmw ftenU r tkouyk 
thay will nat c jnftss ta 
batofl st. iaptera IN 
town uf starch far 
cluas rtf antto| tha 
IWcraa. 


Tha tnkaOiURte of this tawn may bo fonmr 
flint*. TN shtp In too town taNs tha armor tod 
I wnttots thal wart oaat wan by tha plants and 
Inn row Nwi shrunk In a more raatonahte ska 


&S* 


Tbo stops in the Giant's 
Town an too bfe to cUvnb. 
Ibe Inhabitants of tbo 
tittle town will tall yoo 
sNat a waab spat b IN 
lowest stop, though, thst 
will givs way aod attow 
you accost to tha top. 


Ones yau Hava caNcctad 
tha Mail «f tN dtouft 
Taw it. yaa wfU ba able to 
auk: tofc kuMlaf. If 
ywTra alca ta Jabnny, 
N'N ted yaa that yau cat 
dtoik up Ms bttkcadt to 
tha appar-rlght carnar cf 
this buMIni sad gat ta 
tot tap if IN platform. 
Than, yaa wtfj dtocam 
the Mlcran. 


Walk tor af h tha small aatriact 
to tbit buddtoi sad yaa'K ftod 
tw j ptwarfu) Mat*. Qnca yaa 
bava totm. yai'M to abJt Jt 
inter tha hutfdiai ta tot narth 
and ««t ta tot Wot a. Ki naadi 
yaur halp. Collect tha Micrse 
•ad burry Nek ta tha Sbrtoa af 
4to sa tost yau can dafaat 
Askura's stWtori. 


FP— 

Sr 

l 1 * ^ 

In. i . i 

j 

i-to ^ 


T i 1 I 
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Entrance 

Exit' 


li)tvtVtV»V«5«2 

«w;«wr*:;y tj 

tViVtVtVA'yt' 


The only way that you can heal the healer is to shrink 
down with the Micron and explore her body for 
invading creatures. Collect the Magi that are hidden in 
her hands, feet, heart and stomach. Then you'll be 
able to enter her brain, defeat Ashura's creatures and 
collect the last Magi. • 
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Apollo resides in a great palace near the pillar. 
Go to him and he will give you a riddle thet will 
help you find the Magi thet are scattered 
throughout his world. Apollo cleimsthat he is not 
interested injhe Megi. You'll find out laterthet he 
is lying. 


The first part of Apollo's 
riddle tells you to go 
where the wirtd blows 
underground. The ma¬ 
chine, Dunatis, is said to 
create wind. Enter the 
cave through the north¬ 
ern entrance and explore. 


Entrance 


Second Level 


fourth Level 


Apollo will flioal you al Pis paltea aal live you • riddle about the hidden Magi 


Nopluaa’a eaw H a volcano whora r ailha riddlosaye, Itoewaboro aadtfwalet 

Onto you bavo eoltatod the True Eye two Noptueu'a cm, yoo'll bo oM 
lo talar Iba cm of BrfQhtaet*. 
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Enter the water due south from the 
sea town and you will discover the 
volcano cave of Neptune. It is packed 
with demaging leva. Be careful. 


Entrance 


Second Level 


Apolfo's riddle speaks of e piece where darkness-shines brightly. If you 
have the True Eye Magi from Neptune's cave, you'll be able to meke your 
way through the derkness in this cave end explore it for more Magi. 


Entrance 


Second Level 


Fourth Level 




WWW 


Seventh 

Level 


‘A • V_ 








f<M4fcy 












iMintaaU wits it 
frit iyt M«|l fr*m 
N«ptun»'s wvt fcifm 
fsu «Rt«r tht un «f 

Drift am. 
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Once you get into the Guardian base. Monsters will 
attack and kidnap Lynn, the girl that you saved in the 
Cave of Dunatis. Follow the monsters to thair land and 
fight them for their stolen Magi. 


The Guardian base is hidden below a town. You'll find 
out in the pub that the only way to get into the base is 
by pleying the right tune on the jukebox. The guer- 
dians are heroes. Choose an appropriate tune. 


Talk to the citizens, buy items in the stores and 
uncover the secrets of this strange and beautiful 
metropolis. 


The goddess Vanus allows only beautiful things in her 
city. Everything else has been cast away. Solve a mystery 
in her world and you will earn many mystical Magi. 


FrPJWJ'iH 


FTWPTW 


Tim an maty ylecat la txptora la Ha lawn ilovt the tairdlan bait 
anila Ha km Itcalf. later* yta |t lata tit lata, mala sun Mstyau 
lay waapenc ati Hons tram Ha tawa slam. 


Expton Ha aawets to uncam 
the Mysteries of itie city. 


tha Seismic Zone It a 
string a, aarthquaka ridden 
mitoo al tic world. 
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You'll have to play detective and 
uncover a banane smuggling ring 
in this world. Tha Shogun is a 
very strong opponent. 


The people of this world are very 
big fans of dragon racing. Join in 
on tha races and you will find the 
Magi on tha dragon racing track. 


Unless you want to pick up the 
other valuable items that are hid- 
dan in the dungeon, you can just 
taka the Magi and run. 


Tha drag or World consist* if tlii city and ttio 

track whars tha ptopk raca dragons. 


Tha hog a world of tha Shagai tirtuds* tba gbogon’t 
castla. two cltioo, • aooport ood p coartfioona 


amaggllag impact 
k ofUn Is tha 
middle of this 
path. Wott aatN 
ba’a goto, than 


Ttio Magi k ooor tha 
intranet of tho 
doogooo. It yoo don't 
woot to lavattigata tha 
root of tkw daogatn, yoo 
con Just toko It and iaava 


Itaol a fast dragoo and 
It will ba aaalar to 
codact tb# Magi which 
havt baao scsttarad 
ataag tha track. 


Now that Apollo has the M^gi, you 
must fight him, get tha Magi back, 
and dastroy tham in tha canter of 
the world before they fall into the 
wrong hands again. 


Apollo is waiting for you to col¬ 
lect all of tha Megi so that he can 
steal them away from you and 
use them for his own evil plans. 
Watch outl 


If your party has been defaated 
befora, you'll be acquainted with 
the powerful Odin. Now ha wants 
to battle. Defeat him and you'll 
eern his Megi. 


Ycor Joarnty to tka cant at ol tka world will ba vary 
daagtroaa aod futl of surprints 0a careful 


Mika sin that 
yaa plcb ap itraag 
weapons Naba 
9omkt« Mtesdas 
aod Vulcao 
Csaaoaa 
an tha-bast. 


JTp Tuck Apoda a lauoa 
aad taba away tha 
& Magi bgfara ba cab 

J oaa tham to lacrma 
. n his avll pawar. 


New that yoo an 
strong, Odin intaads 
to put you lo your 
Plata. Rght blm far 
control uf thu Magi 
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AYTONA 


Cole's Ultimate Challenge! 

Daytona International Speedway is the longest of the 
five tracks, measuring 2 V 2 miles around. 

Laid out in a "dog-leg oval," Daytona 
challenges racers with its tightly y 

banked curves. 


DAYTONA 


Daytona's tight curves 
are banked steeply to 
allow racers to main¬ 
tain speed. 


2 A miles • doq-leq oval 


TEAR UP THE ST RAIGHTAWAYS ! 

Use the straight- 
a ways to zip past \ \ 
other cars and ir T 
improve your j 5 —re¬ 

position. 


Screech lightly thmagh the turn*I 
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Rookie Stock Car Driver Cole Trickle, as 
portrayed in the hit movie, has a natural 
talent for driving stock cars around a 
racetrack. He is cocky and confident, dec¬ 
laring, “You build me a car and I’ll win Day¬ 
tona next year ” Slip on Cole’s racing suit 
and compete at Daytona Beach as well as 
four other racetracks. Use the Four-Player 
Adapter to race up to 40 laps against three 
friends. 


Wanted: Good Pit Crew 

To take the checkered flag 
in longer racas. Cole naeds 
a skilled pit crew to re¬ 
place worn tiras, repair his 
engine, and refuel his car 


Hit the pit to replica wore 
tirea with a fmh aet 













































































■SrtOAL FEATURE 



GAME m 3 ? 



-OUT* 


To quickly shoot the turns, start in 
the outside lane of the track going 
into the turn, cut to the inside 
lane during the turn, and drift back 
to the outer lane as the track 
straightens. 




The shortest distance Is always a 
atreight line I 


SLIPSTREAMING 


It takes a lot of power to cut 
through the wind at high speeds. 
Shpstreaming means tucking in 
right behind a rival car so that it 
cuts through the wind for both of 
you. You'll use his horsepower and 
conserve your own I 



PLATE RSI 


Keep an eye on your rear-view mir¬ 
ror to spot challengers for your 
position. 


Someone moving op 
on yoo? SUy In front 
aed block hlml 



For a really exciting race, grab 
a few friends and the 4 Player 
Adapter to see who can leave 
whom in the dust as you 
each squeal away in a race to 
try and win at Daytonal 




HIT THE PITS 


Check yoer tlra gaega 
frequently to eee how yoer 
tires ere bolding up Head into 
the Pit if they're wore outl 



E 

& 



HOEN1X 


Phoenix International Race¬ 
way looks similar to Daytona, 
but is much shorter. 


TLANTA 




Atlanta International Raceway 
is a fun little track—two turns, 
two straightaways, and only 
1.512 miles from start to finishl 


ICHIGAN 




Also an oval track, Michigan 
Speedway's turns are longer 
and more sweeping than 
Atlanta's. 


Keep te the middle line 
end guird your position. 


Miami International Raceway 
is the shortest track of the five. 


Miami's trick 
it narrow. 
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MYSTERIUM 

From A€|£wt #214 



Pass Key 


The doors of the Mysterium will open instantly when 
you get your hands on the powerful Pass Key. Call up 
the map and, while it is displayed, press the A and B 
Buttons, the Start Button and Left on the Control Pad 
all at the same time. Then check your inventory and 
you'll see that the Pass Key has appeared. Use it to 
open eny door or change it into another useful item. 
Just drop it into a pool and it will transform into the 
"Down Level" which you can use to take you deeper 
into the Mysterium. Drop the Down Level into a pool 
and it will change into the "Up Level". Then, drop the 
Up Level into a pool and you will earn an item known 
as the "Super Power". Use the Super Power and you 
will be invincible to enemy firel 


INVENTORY 



•flJS 001 


or FIVE 


§Sn| K8S SB 

Whoa the map It dlapbyad, pnu A, fi, Start and Laft ol the tama time ta 
•arc tha Pais Key 

DOWN LEV l!”^ UPLEVEL [~) sUPERPOW 

Crop tha Pan Kay lato a pael to cam tha Oowa Ltvol, drop tha Oowa Laval to 
pare tha Up Laval and drop tha Up Uvol to aara tha Super Power. 

Inventory Overload 

Fill up your Inventory with a load of super valuable 
items including the Golden Wand with a quick code. 
Call up the map. Thenjsressthe B Button, the Salact 
Button, and Up on the Control Pad, all et the sama 
time. When you go back to the inventory, you'll see 
that it has been filled to the brim with tons of weap¬ 
ons and other items. 


INVENTORY 

■*r5 Arr w 

;iar r rtf ®as 

'AFT ORP. 

iMD 


LI 


Song {£81 S?It SB 

Call up tha map atd pros* 6. Salael aad Up at tha tama tlma You'll cart aa 
improashra array cl Item*. 


NINJA BOY 

■ From Accent #901 

Stage Select Plus 

Check out the advanced levels of this action-packed 
martial arts exercise and pick up some extra fighters 
and moves at the same time. When the Title Screen 
appears, press the direction keys on the Control Pad 
and the A and B Buttons in the folowing order: Up, 
Up, Down, Down, A, B, A, B. Then press and hold the 
A Button and press the Start Button. "W 1-1" will 
appear in the top left corner, indicating that World 
1-1 is the current stage. Press Up and Down on the 
Control Pad to change the stage number, then press 
the Start Button to begin. You'll start with BO fighters 
in reserve and with the ability to send out 99 Miracle 
Kicks! 


***** 

PUSH START 

TOP-000004 
TN AND €0.1 


N 1 


TN 


IHfllH 


USA .INC 


Pro aa Up, Up, Down, Down. A, 6, A aad B Thao pro** aad bald A aad pro** 
SUrt Tha atigo aumher will appaar. Chaaga K by proutag Up aad Qcwa. 


GO! GO! TANK 

■ From Aqeurr #777 

Seven Chances 

Start your mission with seven vehicles in reserve in¬ 
stead of the usual three by entering a sizable code. 
On the Titla Screen, press Left, Up, Right, Up, Left, 
Left, Up, Right, Up, Left, Up and Right on the Control 
Pad. Than press the Start Button. The game will 
begin and you will have seven planes or tanks in 
reserve. When the game is over, just start again and 
you'll hava another seven chances. 


soowe 


-ifts?ss ” I .v: *••• s 

Hiscnwc a a 

H 55I TOEI AM 1 HAT I 
52LELEcino (ira2 

LIOEN6ED MY MINTEN 

Da tha Titla Smoa, pro** Laft, Up, Bight, Up, Laft, Laft, Up, Right, Up, Left, 
Up and light for *mn plaooa or Ueka. 


68 NINTENDO POWER 




























































GAME 


Super 

Mqrio 

Land 


With thn rolnnse nf Snpnr Mnrk> World for thn 
Snp«r NES, Mnrfn will probnbiy bn #1 nn aif 
thron nystnmn. Wbnt n bnt tricbl 


G=Graphics and Sound 
P^Play Control 
C=Challenge 
T=Theme and Fun 

Game are evaluated with 
ratings from 1 (poor) to 5 
(excellent). 


Thn herons In n bnlf nhnff bettln bncb from #3 
nnd nfittlc Into #2 In thn Tnp 10 Cnn tbny 
cbnllnngn Mario for #t nnxt month? 


lP=One Player 
GL=Game Link-Two Players 
GL-4 =Game Link—Four Players 
Pass= Password 
BaSS=Battery 


Final 

Fantasy 

Legend 


COMING SOON 


This long nnd Intnnse HP6 is #1 with nnr Pron 

You cnn rend nbnnt thn nnqnnf, Ffnnl FnnUny 

Lngnnd H, In this issun 

4 Dr. Mario 

5 Tetris 

6 F-1 Race 

7 Operation C 

8 Castlevania: The Adventure 

9 Mega Man In 

Dr. Wily’s Revenge 
10 Batman 

Game Boy Top 10 rankings are 
determined by the votes of the 
Pros at Nintendo HQ, sales at 
NES retailers and votes by 
readers of Nintendo Power. You 
edit vote tui youi Tavoriie Game 
Boy games by filling out your 
Player's Poll entry and sending it 
to us. 


Turtles will be after this tima. 
Watch for a November or De¬ 
cember releasa. Another group 
of green fighters, the Battletoads, 
are expected to make their Game 
Boy debut later this year. The 
Game Boy version of Tecmo Bowl 
should be out next month. Fans 
of the NES version should be 
pleased. This direct translation 
even uses the same passwords! 


CasJJevania II—Belmont's Re¬ 
venge from Konami features a 
four castle stage select and 
plenty of new traps and mon¬ 
sters for Simon to negotiate. It 
should be out in October, just in 
time for Halloween. 


Cattlevniiii H-Bntmont's Rnvtnfn 

We're also expecting a sequel 
to teenage Mutant Ninja lurties 
—Fall of the Foot Clan from 
Ultra. There's no telling who the 


Tacrnt Itwl 


Title 

Company 

Ftoy 

Mu 

G 

Pemer Meter 

P C 

T 

G-V 

Bill ft Ted's Excellent 

Gome Boy Adventure 

UN Toys 

GL 

2.7 

3.3 

2.7 

2.8 

Action Puzzle 

Bill Elliot’s 

NASCAR fust Track 

Kanami 

GL 

3.0 

3.1 

3.3 

- - 

3.3 

Driving 

Crystal Quest 

Data East 

IP 

2.6 

2.9 

2.7 

2.4 

Adventure 

Days Of Thunder 

Mindscape 

GL-4 

2.2 

2.4 

2.4 

2.7 

Driving 

Fastest Lap 

NTV 

GL 

3.1 

3.1 

3.0 3.2 

Driving 

Final Fantasy Leg«nd X 

Square 

TP/ 

Bait 

3.9 

3.6 

4.0 

4.3 

Role Playing 

Klax 

Mindscape 

IP 

2.6 

3.8 3.0 

3.2 

Action Puzzle 

Mono Man In 

Dr. Wily's Rovtngo 

Capcam 

IP/ 

Pass 

3.8 

4.1 4.0 

4.3 

Adventure 

Mr. Dal 

Ocean 

GL 

, _ 

3.6 

3.6 3.1 

3.0 

Adieu Puzzle 

The Punisher 

UN Toys 

IP 

3.3 

3.6 

2.72.7 

Crime f Jftrfof Action 
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Sharpen your pencils and wet your brushes, then 
use your imagination and a photocopy of the tem¬ 
plate on the facing page to make your wildest Game 
Boy designs come to life. (Don't use your actual 
Game Boy, since you might damage it during the 
conversion.) You can draw, paint, color or paste your 
most radical and artistic ideas onto the template. 
Don't hold back, and don't worry if your design isn't 


practical; we want to see your best stuff. You can win 
one of the hot custom Game Boys pictured below or 
have your own design actually come to life on a 
Game Boy that will be featured in a futura issue of 
Nintendo Power. So, if you ever wanted a Game Boy 
with metallic wings, dragon tails, or just a slick rac¬ 
ing stripe, now is your chance. 


Did you ever wish that your Game Boy wasn’t the 
same Game Boy that everyone else has? Maybe 
you thought it would look rad in red or fantastic with 
fins. If you think you have a classic conversion idea 
for a Game Boy, then this is the contest for you. 
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Grand 

Prizes 


Three talented design¬ 
ers will have their 
classic concepts cho¬ 
sen by our panel of 
Power Judges. Each winning entry will 
be converted into a custom Game Boy 
system for the winner, and each win¬ 
ning system and designer will be fea¬ 
tured in Nintendo Power. 


Send your template design 
to the address below. Do 
not send your Game Boy. 


Game Boy Ultimate Design Contest 
P.0. Box 97062 
Redmond, WA 98073-9762 


Name: 


Address: 


City: 


State:_Zip: 



Runners 

Up 


The three Game Boy 
designers judged to be 
runners-up in the con¬ 
test will receive one of the custom 
Game Boy systems pictured on the 
facing page. 


Official Contest Rules 

All entries for the Game Boy Ultimate Design 
Contest must include the name, address and 
phone number of the designer The winners will 
be selected on or about September 15, 1991 
by the Nintendo Power staff Three grand prize 
winners will each receive a Game Boy custo¬ 
mized with their winning designs, and the cus¬ 
tomized Geme Boys will appear In a future 
issue of Nintendo Power Three runners-up will 
receive three customized Game Boys as pic¬ 
tured In Nintendo Power. All prizes will be 
awarded. There will be no substitutions By 
acceptance of their prizes, winners consent to 
the use of their names, photographs, or other 
likenesses for purpose of advertising or promo¬ 
tion on bahalf of “Nintendo Power" magazine 
and Nintendo of America Inc All designs 
entered in the Game Boy Ultimate Design Con¬ 
test become the property of Nintendo of 
Amenca Inc. end cannot be returned The con¬ 
test is not open to employees of Nintendo of 
America Inc, their affiliates, agencies or imme¬ 
diate families 

This contest Is void where prohibited by law, 
and is subject to all federal, state, and local 
laws end regulations No purchase is required 
to enter the contest. 



Phone # L _1 
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CUPER NES PREVIEW 

THE NEXT GENERATION IS COMING .... 


A host of hot games is lined up and waiting, even before the Super NES 
arrives in the U.S. Several titles will be released as soon as the system 
becomes available, and many more will be released shortly after. This 
month, we're giving you a quick look at just what the Super NES is cap- 
eble of in previews of three sure hits. You'll be amazed I 


THIS MONTH’S LINEUP. 


SUPER MARIO WORLD 
GRADIUS ID 
ACTRAISER 


ffiaaii 


THE SUPER NES STRUTS ITS 
STUFF, BEGINNING WITH THE 
HUGE WORLD OF SUPER MARIO 


THE SUPER MARIO 

SERIES 


JUST KEEPS GETTING 
BIGGER AND BETTER 

When Mario and Luigi first 
appeared in the original Super 
Mario Bros, back in 1985, they 
were an instant hit. Over the years 
their popularity has continued to 
grow in subsequent hits, SMB 2 
and 3. Players can't get enough of 
the feisty pair of plumbersl The duo 
continues to break new ground in 
the latest Mario adventure, Super 
Mario World. 


Indedad with the NES whee It 
was first released, Super Maria 
Bros was the pair’* first search 
for the Princess 


Battling Wart Mario and Luifl are 
|olaed by Toad and the Princess 
In Scb-Ceri, the dream-like world 
of Sapor Mario Bros. 2. 


In tho 


•f the series, 


fly, swim, hammer cad sizzle. He 
has more mom then ever before. 
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SUPER 


WORLD 



THE SUPER NES MAKES 

A HUGE SUPER MARIO WORLD POSSIBLE 



Filled with all-new creatures 
and locations, Mario's latest 
adventure is gigantic. Wait until 
you see what he can do now! 


When you take a close look 
beyond the expansive Over¬ 
world, you'll find crazy charac¬ 
ters, secret sites and more 
■ih — ■■ maps. 


If s tough to keep track of all the 
troublemakers! They're funny, 
friendly, but full of mischief. 
They make Mario's life miser¬ 
able! r ■ ■' - i 


Once you get usad to the \ 
Super NES controllers, you'll 
appreciata their added buttons. 


The capabilities of the Super 
NES made it possible to create 
e huge variety of stages. 


Tha battery back-up lets you 
save stages and start where you 
laft off. 

S Danl start tram scratch met 

time. You cat avoM andless re- 
patitkm of early stages by sir- 
log your progress and restarting 
at points later la tha game 


Thanks to tha aow controller*, play actioa Is more 
life Ilka than over Tha extra tuttoes allow 
Mario to perform some startilag oew stuots. 


You’ll ban to laarn spatial teeb- 
fttynt? la handle all sarti of stage*. 


NEW MOVES FOR 
ALL-NEW STAGES 
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Special stages that are bonus bonanzas let you 
bank coins, flowers, and 1-Ups. When you find 
the right pipes, it's worth your time to take a 
detour. Hidden in soma secret spots, you can 
also find dino eggs and floating feathers. 


When you enter the haunted houses and hear 
their doors clang shut, you're in for a fright. 

With S»prr NES ttchnalocy, 
lots of moving characters can 
be ot tha scraec at unc# 
withaut causing it to flash. 
Tiw Ghost Hausts art groat 
nxamptos at tha result of this 
advancement Ions of mini- 
ghosts miff about In tha dark¬ 
ness, atd they’re all anger to 

^ ead yonr janmey You may 

thlnh that they're trout**, bat 
yon haven’t seen the worst 
y«ti 


The game has scads of new foes, many of them 
friendlier looking than those you encounter in 
other Super Mario games. But then, looks can be 
deceiving. Because of the particular program¬ 
ming for each enemy, you’ll find that battling 
each takes a unique tachnique. 


Mario becomes a caped wonder when he 
latches on to floating feathers. He may not be 
faster than a speeding bullet, but he sure can flyl 

■ Whnn Maria socks certain 

birds, they drop leathers that 
give him thn cape Wnaring It, 
be can jamp higher and stay 
airborne lotger than before, 
which really comes in handy 
whnn ha entas bonu areas 
that have coins that are oct of 
regalar biaria's reach As ha 
drifts down, taper play control 
lata you maneuver him to tha 
best landing spot 


As the platform tilts, timn yonr Jumps 
to miss this masked marvel and stay 
aboard 


The programmers of Super Mario World have 
hatched a new friend for Mario, and he's the 
hungriest little dino you've ever seenl Luckily for 
Mario, he has a fondness for enemies. 


Hi ho* Ycwhi, and away we go! 
There's o huge world out them to 
conquer, and we're just the duo to 
do rtl 


By using multiple frames that result in an animated 
effact, programmars have created amazing dimen¬ 
sional graphics, such as tha fence and cloud scenes. 

Q pp yp OflM PC vg y>Mr Mark* can turn 

o¥oo8oO^Oq66c 3I trnc* combing 

pB80ifin turtlna by u?!nq 

^ th 6 rmrfving 

orti-py clouds 

* drift all around Mm 


There are so many different stages in Super Mario World, 
above ground and below, that you'll never know what to 
expect next. The save feature makes it possible for players 
of all abilities to complete the game 

Sky platforms 

^ sway bach atd 

nf H| forth fly liming 

39 , ■'§ I your Jamps accu- 

ratify, you can ast 

, _ 'tk thorn as stopping 

IP^— rtonaa to islld 

ground. 


Maria gats In th* 
swim nf things h 
andtfwattr stager 
tlllad with larsd* 
ous fish Taha 
a rida an tha 
dolphins. 


GHOST HOUSE GHOULS 
COME TO LIFE IN 3-DI 


ALL BOSSES HAVE THEIR OWN 
PERSONALITIES-FIGURE OUT 
WHAT MAKES THEM TICK 


IT’S A BIRD... IT’S A PLANE 
IT’S SUPER MARIO! 


REVOLVING PANELS HAVE 
MARIO SPINNING HIS WHEELS 


IARIO GOES FROM SK 
TO SEA AND BEYOND 
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file Legend Of Eradius 

Almost as soon as Gradius appeared in the video 
arcades, it became a megahit, capturing a king's 
ransom of quarters and spawning countless 
imitations. Versions of the classic space shoot 
'em up moved on to the NES, Game Boy, and 
now to the expanding world of the Super NES. 


HEEHIOB IT 




Ii;M!Hi£Jud 


The concept of opprsdiog 
yoor ship wos bogoo to 
Qrodfes. 


Two-playoi slmuttioioas 
octloo wu tatrodocod 
witfc i otw bio-world. 


orfvoatago of whit the 
Sapor NES tus lo offer. 


launch Sequence 

Even before you strap yourself in 
for a battle betwean the stars, 
Gradius III is out to blow your 
mind with an animated saquence 
of your Vic Viper spacecraft 
launching from tha bay of a 
mothership. Classy touches like 
this are found throughout the 
game. 


Cuslnmize four Viper 

One of the hottest game enhancemants is 
the chance to customize your fighter with 
weapons, shields, options and more. 
Choose a weapons set or pick items indi¬ 
vidually. You can even assign missiles and 
lasers to be fired by whichever controller 
button you wantl 


n«i_r» 


Edit Mode 

As pilot of your fighter, yoo get to arm yoortelf 
to the tooth before hesdlig Into tha |awa of 
dooth. Choosa Dio of esch of foor difforoot 
types of mlssilos. coonoa. Issors, options, 
shields ood special wotpoos. 

Custom Power 

There are many more combat systems availabla. 
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Dimension Of Action 


Your first mission takes you from tha edge of 
space to a desert rippling with enemies. Giant 
sand dragons attack along with battalions of 
alien fighters and immobile bases. 


Sood drsgons, sworms of ships ood foomy baits in ill Hood up It 
labi • shot it you. If II bo a tiip H you chose the Eity level, not to 
my os Normal or Hint. 


| The trouble with bubbles is that once you shoot 
’ one, it becomes four smaller bubbles. And bubbles 
| aren't the only problem. Alien ships will ba trying to 
. burst your bubble at the same time. 


Some of tbo bubbles 
hove troth to loskie- 
illtos who sro 
hltcblog o ride, ontif 


Tbo hubhloo beep 
coming, ood wbeo you 
abool oho, you ooly 
no ho more. 


Th(s ooomy devoon 
Options, which cuts 
dowo your lire power 
dromsticilly. 


It's an Earth*lika paradise with terraces and 
canyons, but tha alian forces are amassed and 
waiting. Volcanos, similar to tha first stage of the 
original Gradius, erupt with molten rocks. 


Moving frtittoriM 

oppoor ouddooly, 

bristfiiii with onomlos 


Crovity moots aootfilag SHce throogb the mud 
to volcaoos They'll hot watch out foe 
shoot up or down. boulders ood eiemloo 
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The mysterious statues first encounterad on Easter 
! Island return from the original Gradius, but now 
! they are more powerful than ever, and the/re look¬ 
ing to get even. 


Ivarywhara yoa looh art tfca laag faces ol the Moal-ond each oaa Is attacklag 
I yea Tha Rad Mail doa'f wilt lor yoa If tfcty're lacing the wrong way. they turn 
araund aad ihootl And tkn colama of rotating facea aeir the aad matt ha vtteriy 
i destroyed. _ 


Like the third stage of Lifeforce, solar flares and 
comets of intense flame ara searing your ship. The 
brilliant graphics and dazzling action eclipse anything 
you'va seen befora. 


Beyond Imagination 


This is just a sneak peek at the beginning of Gradius QI. There 
are ten super stages with stunning graphics, huge mutant J 
enemies, challenges and surprises on every screen, and ft 
all with blazing stereo effects. Other stages include high \ 
speed scrolling that takes you right to the edge of control 
or oblivion, a stage of proto-cells reminiscent of 
k Lifeforce and a parade of Boss characters, 

JL one after the other, all as tough as nails. 

2ft. There are bonus areas, too, and much 
j3l more, hidden away where only the PS 1W 

H Power Players will find them. ■ |E 


Big Moai 


licfi of these monitor mas k% »plU dingmui niinhMuot 
Tfmy need to fears same tahie mmen liom • master ol 
■pact miq suits. 


Ttieit nurtaet sUrtfragons act tazy r tot It's no Kmc to relax. To 
fegart out thsir tacret, you'll have to put yourself to fos loop. 
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ACTRAISER 


i *i 

rvsMra mici It an 

anclanl land 


An Epic Adventure Begins 


This fall the creators of the Dragon War¬ 
rior series unveil an adventure so magni¬ 
ficent that only the Super NES could 
present it. An ancient land has been in¬ 
vaded by mythical monsters. It is your 
duty to descend upon the land, castaway 


the creatures in action-packed style and 
teach the inhabitants to fend for them¬ 
selves. Virtually every Super NES special 
effect is used to its fullest in this epic and 
the cinematic soundtrack will blow you 
away I 


Th& multiple background, aerolllng, rotation and scaling affects made posslbln by the Supar NES make Enix'i AclKafear an advantur* if aplc seal* and magnitude 


Conquer And Rebuild 

Tha six areas of the land have 
been sai2ed by monster hordes. 
As the lord of the land, you must 
take on tha creatures of each 
area in two Acts of side-scrolling 
action and promote population 
growth in overhead view creation 
scenes. Creation requires strat¬ 
egy and puzzle-solving abilities 
while the action scenes take 
quick reflexes and fighting skills. 
As you advance, you'll become 
stronger and learn magic. 


Creation Mode 

With the power to shape the 
land, you can direct the srowth 
of the population in every area 
and teach the people to close 
the monster dens. Success earns 
you strength and magic. 


'Power By , a ^ vancins ,n ex P crlence / you will gain valuable hit 


Action Mode 

Before and after each Creation 
Mode, you will jump, swing and 
jab your way to greatness 
through the awesome action 
sequences. These scenes are the 
main focus of the game. 
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The Land Is Vast 


Each of the six areas of the land have been invaded by 
two huge monsters and their minions. You must fight 
one of these creatures to make the areas inhabitable 

v " ar, d another to per- 
manently vanquish 
the enemies from the 
^ surroundings. Once 

syou have saved the 

land, you'll encoun- 
^ the mon- 

sters again in a final 
__ feii.HL battle. 


vvnen prooiems arise, tne 

people will let you know how H||^Rarclf8 

you can help them. When fire 

bring rain. When marshes 

stop growing, they will tell you |mB|||S3I 

to bring heat. ut y,, p aep tc ciu* y»* i» on th*ir oeods 

Earn Ancient Items And Magic Spells 

As the people expand through- 1 

-rat c jh—, !. JLi tL.-r.fo » A , 

and spells to you for helping I 

them populate the area. They'll .-——j 

also construct more advanced j t^ ^jf : 

buildings and farms. U«li th» lie ala advanca ud Hiav will aniwar in kind 


a A-I5 b a i 


Pa^tifsrT:” 
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ACTRAISER 



Fight Through Many Lands 

Action scenes take piece in R 

many and varied locations. || 

You'll encounter enemies and J| 

natural hazards wherever you 
go. The battia is long and the J 

dangers are many. r 


The Action Mode is what the game 
is all about. Drop down onto the 
land and use the abilities thet 
you've learned to settle the score 
with the evil forces. The graphics 
are big and bold and the action is 
non-stopl 


IV' 4 


Use Magic Wisely 

In the Creation Mode, you will earn 
four different magic spells; Fire, 
Lightning, Aura and Stardust. You 
can only take ona of these abilities 
to each action scene. Know which 
ones to choose and use tham 
sparingly. 

Big Battles Await! 

The ection scenes are filled with 

monsters but 

none are bigger & 

and more threat- ■£» 

enmg than the * 

creatures at the 

end of each sec- JjT 

tion. Save your ^ dfljMH 

magic for battles 

with these awesome 

beasts. 


Sword Swinging 
Action! 


Battle 


The fight has just begun. There are 
six enemy-infested areas to clear 
with 13 brilliant action scenes I Add 
to that an epic soundtrack and 
you've got a winner I 
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Grand Prize 





i 

3D(MU 



PLUS: 


One lucky winner will have Bill & 

Ted's actual phone booth—with a 
WORKING telephone—installed at 
home! 

The winner’s phone bills will be paid 
by Nintendo Power for an ENTIRE YEAR! 

Imagine having Bill A 
Ted's time-traveling tele¬ 
phone booth in your very 
own room-and having 
Nintendo Power foot the 
bills! . 

S a 



ucc \\ctf¥ , 


8>)l And to * Uot, II t Adventure TM A © » Nnlson Films I Kighis ke erved 
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Bill & Ted’s 
Excellent Video 
Game Adventure 
Game Paks 


Bill & Ted’s 
Excellent 
Adventure 
wideo Tapes 

A Kick back kh) kme-trivel wtft BM 
B l Ted l« their video uh&tom, 
HI then pep your new 8eme Hk Into 
Jk year NES mmJ coatro) tfta on- 
38* screen action wmnetf. Exceieetl 


Third Prize: 50 

Winners 

All-new 

Nintendo Power Jerseys 


A new design to kick off oor 4th year! 

W« IldM (hit than wouW k« no batta w«y to mow Into oat fontlh ytar 
Him by ymonUni on oxcoHont new Nintendo Nwor Jorooyl 


Official Contest Rules 

(No Purchase Necessary) 

To enter, aithar fill out the Playar's 
Poll response card or print your 
name, address and telephone num¬ 
ber on a plain 3" x 5" piece of paper. 
Mail your entry to this address: 

NINTENDO POWER 
PLAYER S POLL 
P.O. BOX 97062 
Redmond, WA 98073-9762 

One entry per person, please. All 
entries must be postmarked no 
later than September 1, 1991. 
On or about September 15, 
1991, winners will be randomly 


drawn from among all eligible 
antries. Winners will be notified 
by mail. By accepting their prizas, 
winners consent to tha use of 
their names, photographs, or 
other likenesses for the purpose 
of advartisaments or promotions 
on behalf of "Nintendo Power" 
magazine or Nintendo of 
America Inc. without further 
compensation. Chances of win¬ 
ning ara determined by the total 
number of entries received. 
No substitution of prizes is per¬ 
mitted. All prizes will be award¬ 
ed. To receive a list of winners, 
which will be available after 
September 30, 1991, sand your 
requast to the address provided 
above. 


GRAND PRIZE: The winner will 
have a telephone booth used in 
Bill & Ted's movies installed in his 
or her homa. The winner will also 
receiva a working telephone for 
the booth. Nintendo Power will 
provide a gift certificate in the 
amount of $1200 for calls billed 
to that phone, which is the equi¬ 
valent of $100 per month for one 
year. 

This contest is not open to 
employees of Orion Pictures 
Corporation and Nintendo of 
America Inc., their affiliates, 
agencies, or immadiate families. 
Void in Canada and elsewhere 
where prohibited by law. 
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Please answer th# following questions on lh# postcard 
below, than enter our Player's Pofl Contest by seodhg it ini 

A. Did you take advantage of our Playar** Guide Book serie* offer? 

1. Yes 2. No 

B If so. did you like the NES Gam* Ada*? 

1. tt was great. 2. if was just so-so. 3. 1 (Writ like It. 

C. What type of game coverage would you prefer to see in 
Nintendo Power? 

1. Concentrate on covering NES games and have smaller 
sections for Game Boy and the Super NES 

2. Cover NES and Game Boy games equally and have 
limited coverage of Super NES games. 

3. Cover all three systems equally 

4. Concentrate on the best games, regardless of which 
systems they're for. 

D. How interested are you In reading about system* you don't have? 
1 . 1 iike reading about new games whether I have the system 

they're for or not 

2. I’m not very interested in reading about games for 
systems i do not have. 

3. i feel cheated when lots of pages are devoted to games 
for e system i don’t have. 


E. How old are you? (Please circle your age group) 

1. Under 6 3.12-14 5 18-24 

2 6-11 4.15-17 6 25 or older 

F. Sex I.Mele 2. Female 

Pleas* use th* game tHie* on the back of this card to 
answer th* following questions. 

G. What three NES game* would you moet iike to see 
reviewed In future issues of Nintendo Power? 

H. Whet three NES game* do you plan to purchase next? 

I. Please indicate, In order of preference, your five favonte 
NES games. 

J. Please indicate. In order of preference, your five favorite 
Game Boy games 

K. Please indicate. In order of preference, which three 
Game Boy games you most tike to Game Link with. 


Name. 


Answers to the Player’s Poll 

_Tel. -- 


Address. 


City 


State 


zip 


Mombarship No. 


Age 


Please indicate your answer by circling the number that corresponds tothe survey above 


1 . 2 . 


B. 

1. 2. 3. 


C. 

1. 2. 3. 4 


0 . 


E. 


1. 2. 3. 1. 2. 3. 4 5. 6 


1 . 2 . 


I 

I 


G. Indicate Numbers 1 -100 (NES iist on the next page) 

H. Indicate Numbers 1-100 (NES Hst on the next page) 

I. Indicate Number* 1-100 (NES Baton the next page) 

4. indicate Numbers 1 -50 (Game Boy Hst on the next page) 
K. Indicate Number* 1-50 (Game Boy list on the next page) 


1 .. 

1 .. 

1 .. 

4.. 

1 .. 
4. 
1 . 


2 .. 

2 ., 

2 

5. 

2. 

5. 

2 . 


3.. 

3.. 

3.. 

3. 

3.. 


. • • 6ET POWER 10 BUMS StflTH 

' BASK ISSUES AND TIP BOOKS! 


Did you know you can get back 
Issues of Nintendo Power ? Or 
special Tip Books designed to 
make you e Power Animel? Weil, 
you canl And the way to do it is 
on the other side of this card. 


So whet are you waiting for? 

Fill it out. Detach it. Meil it. Here's 
the address: 

Nintendo Power Magazine, 
P. O. Box 97032, 

Redmond, WA 98073-9732. 





































AUGUST ISSUE GAME LIST 

NES GAMES 


1 A Boy md Ns Mob 
Z Advsrrturs* of tote m 

3 American Giatfator* 

4 B*ndtt King* of Anctefll CNf* 

$. Bard's Tote 

9. Bases Loaded ill 
7 Baiman 
• Butt* of OlyiTipu* 

9 Batitetoadi 

fO BiX EMoR ■ NASCAR ChaJtenga 
11 Btf9T«d#&<C9«9f*Vkteo 
Qama Adywnn 
1ZBteFon»Ap# 

13 Captain Planet 

14 Camavtnia n—Simon's Qua* 

15 Caritevarta ID—Draada « Curat 
19 Crystal 

17 Dartonan 
1$ DsyDraanrin Davsy 

19 Oefendara of Dynatrun City 

20 DrfaVu 

21 Ctt*Tncv 

22. Disney « Duck Tala* 

23 Disney's Raacuo Rancor* 

24 Disney sTateSpin 

25 Doubte Dragon II 
25 Doubt* Dragon (D 
27 Oregon Warner 
25 Oraoon Warrior 0 

9 Oregon Warrior III 


30 Or Mario 

31 Final Fantasy 
3Z G*un9*t2 

33 Gl Joa 

34 Gr*m*n*2 

35 High Soaad 
35 Tho Immortal 
37 Th# Hook 

34 Hudsona Advsnfcirs Island 0 
3» KabukJ Ouartum FiQhisr 
40 Kk* Master 

dZstta 
1h# Diamond 
League B*i9b*i 
44 Th# Uttte MarmaKJ 
49 UW* Nano Ihs Or#*n Master 
49 Th# Lon# Ranger 
47 Msoieten 
49 Maniac Mansion 

49 Mags Man 

50 Mega Man 0 
91 Mega Men HI 

52. Meta&Uxm 
53 Mission Ifflpo—fels 
$4 

99 NES Open Tournament Go* 
99 NES Play Action Foeths* 

57 Ninja Gai 
99 Ninja GaWen 0 
99 Nintendo Worid Cup 
50 Nobunaos#Ambition2 
$1 Over Horizon 


Pirates! 

93 Princ#*« Tomato In th# Sated 

Kingdom 

94 Power Mads 

55 Robin Mood Prince olThteves 
99 RoboCoo 2 
97 Tha Rocketeer 
69 Rockin Kate 
09 SCAT 

70. Tha Si motor* Bart va the 
Specs Muter* 

71 Skate or DSD 
7Z Smash TV 
73. Snake ftattte 'N Rol 

74 Solar Jetman 

75 Solves 
73. SlarTropks 
77 Star Wars 
79. Star Trek 

75 Street Bghisr 2010 
50 Super C 
01 Super Mario Bros 
92 Super Mario Oroc 2 
63 Super Mario Droa 3 
04 Super Off Road 
65 Super Spike Vhall 
69 Sword Master 
67 Tecmo Super Bowl 
09 Teenage Mutant Nlnte Turttee 
09 TMNTu The Arcade Game 
00 Tetris 

01 Tombs and Traasure 
02. Totefy Rad 


93 Ifeurta 

94 UWme 

95 The Uninvited 
09 VkleomaMon 

97 vice Project Deem 
90 Wolverine 

99 WURM 

100 ZatdaU The Adventure 

of Link 

GAME BOY GAMES 

1 Amazing Penguin 
2. Buh Leaded 

3 Batman 

4 Battle Unit Zeoth 
9 Bubble Ghost 

6. Burai Fightef Dekixo 
7 CettievarWe The Adventure 
• Chesamaster 
6 Cosmo Tank 

10 Daedalian Opus 

11 Days of Thunder 
1Z Dr Mario 

13 Final Fanteay Adventure 

14 Final Fantasy Ugend 

15 Final Fantasy Legend 2 

16 F 1 Race 

17 Fortified Zena 
19. Flying Dragon 
16 Gargoyle a Oueet 

20 Gaun*at2 

21 Godzilla 


Goff 

The Hunt far Red October 
infoGenlus language Tra n eteter 
InfoGenius Personal Organizer 
InfoGenlus Spe9 Checker 
and Calculator 
tnfoGenius Travel Guide 
Kingdom Crusade 
Kwirk 

Marble Mad nes s 
Mega Man 
Mystertum 
Navy Seed 
Operation C 
Prince of Persia 
Tha Punisher 
Puzznic 
Quart 

Th# Rescue of Pt lncs w 
Btebetl* 

RoboCoo 
Sneaky Snakes 
Snoopy a Magic Show 
Sp*der*Man 
Spot 

Super Mario Land 
Super RC Pro* Am 
Sword of Hope 
Teems Bowl 

TMNT Fa* of ft# Foot Clen 
Ultima The Runes of Virtue 



Nintendo Power 

P.O. Box 97062 
Redmond, WA 98073-9762 




BACK ISSUE/T1P BOOK 
ORDER FORM 


If you missed these classic Nintendo Power issues, dont miss out 
nowl Your price as a subscriber is just $3 50 plus $1 00 postage end 
handling. Tip Books are just $4 95 each Starategy Guides ere $3 50 
plus $1 00 postage and handling (For Cenadian Residents, back 
issues are $4 50 each plus $1 50 postage end hendling, $6 50 each 
for tip books and $4 50 each plus $1 50 postage end handling for 
Strategy Guides ) See page 98 for more details. 


Name 


Sired Aririrria <PO Box) 


cay 


Membership No. (MARS onaMmikM.i 

Please check method of payment: DO NOT SIND CASH. 

C Check or Money Order (Payable to Nintendo) d MasterCard □ Visa 


Credit Card Number 


expiration Dale 


Cardholder's Name 


Telephone Ns. 


Hem 

Magazine hsue 

US. Price 

Price* 

#19599 

Volume 14 Issue (Jvty/Aug) 

$4.50 

$5.00 

•21119 

Volume 15 Iwue (Sept/Oct) 

$5.50 

$5.00 

#21173 

Voltene 19 Issue (Nov/Dec) 

$5J50 

99.00 

•21769 

Vdsse 20 Issue (Ian *91) 

$550 

$5.00 

•21791 

Volume 21 Issue (Feb 91) 

$550 

$6.00 

•21793 

Volume 22 ksue (Mar 91) 

$550 

99 00 

•21795 

Volume 23 Issue (Apr 91) 

$550 

$5 00 

•22251 

Volume 24 Issue (May 91) 

$550 

$4.00 

•22263 

Vukmie 25 Iwue (June '91) 

$550 

$5.00 

•22265 

Vcfcaae 25 hsue Only '91) 

$550 

$4 00 

•206*5 

let Year Set (Vol. 1-6) 

$24.00 

$36.00 

•22741 

2nd Year Set (Vol. 7-12) 
5<raH»_G^i 

$24.00 

$26.09 

•19597 

Super Mario Km. 3 (VoL13) 

$450 

$64*1 

•20633 

Ninja GaMen II (Vul.15) 

$5.50 

$6.09 

•21121 

Final Fantensy (Vol 17) 

$550 

$5 JO 

•21175 

4-Flayer Extra (Vol 19) 

ttUtab 

$550 

$5 99 

•5979 

The Legend ol Zelda 

Tips and Talks, 

$4.95 

$659 

•4405 

How to Win at 

Super Made BfM. 

$5 95 

$559 


Qusnlky (Limit 
5 per Issue) 


Tefal 


WesWnplon Stele midrats add 9.2% sales tax (muMpiy by-092) 

While supplies tail! Allow tit to eJfht weeks delivery. 

Fndote this card don* wife your payment or credit card fofbnrtttkm in Ifltal 
a damped envelope, for your own protection* and mall to Nintendo 
Power mtgufne, P.O. box 47032, Redmond, WA 96073*9732 


JL 

- 4 - 


Cardholder's Signature 


























































This issue’s glance at games that didn't quite 
score feature coverage includes a new game 
show game, a Chess-like strategy game, a shoot 
’em up and an adaptation of a popular series of 


children’s books. Check 'em out. You should also 
take a look at the new Nintendo related gear on 
page 87. 



GameTek's fourth NES adaptation of "Jeopardy" is e 
challenging test of trivie knowledge with competitive 
computer-controlled contestants and a three-round 
tournament format Up to four players can participate 
in the Quarter-Finel round, while as many as three 
players can compete in tha Semi-Final and Final 
Rounds. 


Let’s Play Jeopardy! 



There are over 400 quiz cate¬ 
gories that can pop up on the 
Jeopardy board. Six categories 
ara presented per round. If there 
is a category that you have seen 
before and know the solutions to, 
you can choose to select a new set of categories at the 
beginning of the round. You'll uncover one Daily 
Double in the first round and two in the second 
(Double Jeopardy) round. 




In order to play in the Semi-Finals 
or Finals, you must win the pre¬ 
ceding match and earn a pass¬ 
word that is specific to tha name 
of your character. While the 
answers and questions are just 
as challenging in the Quarter-Finals as they are in the 
Semi-Finals and Finals, the computer-controlled 
contestants ere not as quick on the buzzer and as 
accurate in the first game as they are in the advanced 
games. 





Th9 ••swore ••<) quistlois !• Super Jeopardy *re •upar chi Hinging from (*• 
vtry treglnlig. 


There are some nice touches in Super Jeopardy that 
make the game look end feel like the TV show, includ¬ 
ing digitized phrases and sound effacts that are lifted 
straight from the program. The contestants also react 
realistically. They even applaud themselvas for a job 
well done. 









































































Hudson's Triumph combines elemants from different 
kinds of strategy gamas. Like Chess, it is a board 
battle between two Kings' armies where different 
warriors have different ways to move. And, like many 
role-playing board games, the outcome of battles be¬ 
tween warriors is determinad by randomly generated 
numbers and the strengths of those two characters. 
These elements, along with some unique twists make 
for a challenging battle of wits for one or two players. 




Tha wnrrlon are arranged on the hoard The oetcome of ona-on-ooe bnttlan do- 
to protect their king from opponlng pondn on the carda chonan hy oach aide, 
forced. 


Every warrior has different powers. Check out the 
Manual Mode for a rundown of those strengths, 
including a description of the magic spells. 



Uodaratand the efclliUae of tha character! before yoa begin tha game. 




Free The Castles 
From An Evil Force 

Twenty-five castles have been taken over by an evil 
being known as Gunty. In the Quest Mode, it is your 
mission to frea the castles from Gunt/s forces, one at 
a time. Every castle has a different layout and the 
forces that have taken the castles grow in strength as 
you wind down the road to Gunt/s headquarters. 



Taks oa Ganty n forcaa In 25 dllfarant cutton. Tha caatlea of tha Qaett Made 
gat more challenging nn yen progress 


The Select Mode allows you to choose any of the 
castlas from the beginning and to challenge a com¬ 
puter-controlled opponent or another player. If you 
choose the Edit Mode, 
you can select a castle 
and change the set-up 
from the beginning to 
create your own chal¬ 
lenging situation. Any 
Mode is sure to offer you 
a unique strategy gama 
experience. 

The Edit Mode nllown you to chnnge 

tha aat-ap of tha castlas. 




■ CAPTAIN 

PLANET 1 ^™ 

The adventures of Captain Planet and the Planeteers 
are on the way to the NES from Mmdscape. Use the 
powers of the elaments to help the Planeteers carry 
out their mission in two types of action sequences. 
The first section is a shoot 'em up over water and the 
second is a battle in a maze-like factory. 


Save The Planet 
From Hossish Greedly 


The foolish fiend. Hoggish 
Greedly, is drilling for oil in 
National Parks. It's up to you 
to stop him from destroying 
the nations parklands. You'll 
blast off in a ship and take on Greedl/s evil machines 
and oil rigs. Then, you will control the captain through 
a factory to Greed ly 1 s headquarters. While you are 


V r-,' ; 

Jjs 


controlling the ship, you can use rocks, fire and wind 
to destroy Greedl/s forces. As Captain Planet, you 
have the ability to turn into the Elements for a short 
period of time and power your way through the caves. 
The game is very challenging and might be frustrating 
for some players. One hit will send the ship or the 
Captain down for the count 




Halp Captnln Plant! and tha Planatocrn 
Hoggish Grtadly. 



wtmtFr « 


















































'WHERE'S WALDO 

In the Where's Waldo series of books, the reeder is 
challenged to find a striped-shirted character named 
Waldo who is hidden on a busy scene on every page. 
The NES adaptation from THG takes that theme and 
adds a few new twists that make the game a chal¬ 
lenge every time you play. 



Help Waldo Blast Off 
To The Moon 

Waldo is on his way to ' 

Moon. Before he can « 
there, though, you'll have 
discover him in eight other 
locations. Some of the 
scenes are like the pages of 
the Where's Waldo books. The areas are filled 
people and you must point Waldo out in the crowd. 
He'll be in a different place every time you play. An 
Easy game allows you a total of 960 seconds for all 
locations, e Medium geme gives you 660 seconds 
and a Hard game permits only 460 seconds. An 
incorrect choice lops 10 seconds off your time. 



The Train Station is We Ido's first stop. Then, he trods 
off to the Forest end the Cave. This third location is the 
first varietion from the picture book scenes. Waldo is 
in the derkness and you must shine a light on him in 
order to direct him to the exit. 



Station 


Shinn light nn Waldo nnd Innd him out 
of the Cm. 


Other variations on the theme include a journey 
through the maze-like Subwey and a matching game 
on the Launch Pad. If you like the books, you'll like the 
game, tool 


YOUR GUIDE TO THE LATEST NES RELEASES 


TITLE 

COMPANY 

puy 

INFO 

POWER METER RATINGS 
« P C T 

GAME TYPE 


Captain Planet 

Mindscapc 

IP/Pass 

3.0 

2.9 

2.7 

2.7 

Planet Saving Action 

Darkman 

Ocean 

1P/ Pass 

3.3 

2.2 

3.0 

2.5 

Movie Action 

Dragon Warrior I 

Enix 

1P/ Batt 

3.6j 

3.5 

3.3 

3.9 

Rale Playing 

Dragon Warrior HI 

Enix 

lP/Batt 

3.4 

3.8 

"3.8~ 

3.6 

Rale Playing 

Ninja Gaiden HI 

Tecma 

IP 

4.1 

4.3 

4.1 

3.9 

Ninja Action 

Rainbow Island 

Taito 

IP 

2.6 

3.2 

2.4 

2.6 

Camic Action 

Romonce of the Three Kingdom H 

Kaei 

IP/Batt 

3.3 

2.9 

2.8 

Lii 

Rale Playing 

Sesame Street 123-ABC 

Hi-Tech 

IP 

3.6 

3.9 

3.3 

3.8 

Education 

Super Jeopardy 

GameTek 

4P-S 

3.7 

4.1 

3.4 

3.5 

Game Shaw 

Triumph 

Hudson Soft 

2P-S/ Pass 

2.8 

3.0 

3.0 

3.5 

Strategy 

Where’s Waldo 

THQ 

IP 

1.9 

3.2 

1.8 

2.8 

Education 


LISTING KEY 

You can get the most out of our 
game listing by understanding 
the categories. Title, Company 
end Game Type are self ex¬ 
planatory. Use this Key to un¬ 
derstand Play Info and the 
valueble Power Meter ratings. 


PLAY INFO 

Games are made to be played with as many 
as four players. Some also employ e bettery 
or password to save game play data. 

1P = ONE PLAYER 

2P»5 — TWO PLAYER SIMULTANEOUS 

4P-A= FOUR PLAYER ALTERNATING 

PASS = PASSWORD 

S ATT = BATTERY 


POWER METER 

The Pros at Nintendo HQ 
rate each new game. 
Ratings are from 1 (poor) to 
5 (excellent) in four differ¬ 
ent categories: 

G= GRAPHICS AND SOUND 
P = PLAY CONTROL 
C = CHALLENGE 
T = THEME AND FUN 


:m>o power 











































































There’s much more at World of Nintendo retailers 
than games and systems. You can find a lot of great 
items like lunch boxes, note pads and backpacks 


that feature popular Nintendo characters. Here 
are a few new items that you can find at the World 
of Nintendo or other specialty stores. 


Nintendo Adventure Books Super Mario Bros. & Friends 



IlDvinnin woKS 



Nintendo characters, at last, 
are appearing in their own 
series of novels from Arch¬ 
way Paperbacks. Every book 
is like an adventure. As you 
read along, you must solve 
puzzles and make decisions 
for the charactars. Your deci¬ 
sions affect the outcome of 
the stones. The series began 
in June and will continue 
with a new book every month. 

The first eight storias will fea¬ 
ture the Super Mario Bros, 
and the inhabitants of the 
Mushroom Kingdom and fol¬ 
lowing stories will focus on Zelda and Link. 


* * 4 




«=gr. 
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Th« ttnl installmftft of the 
Nintendo Adventure Booh series 
finds the Super Mario Bros In 
-Double Trouble.” 



Merit Software's Super 
Mario Bros. & Friends is a 
personal computar program 
which allows you to color in 
30 drawings of the famous 
brothers as they explora 
assorted occupations. It in¬ 
cludes a pallet of 16 colors 
which can be mixed to make 
256 different shades. The 
program is available for IBM, 
Amiga, Commodore and 
Apple computers. 



-When I Grow Up” Is the theme 
of the Super Mario Bros/ 
computer colorieg booh. 


GameSounds 


Super Mario Bros. Print World 


SUPfcft y. 
*1111* I** 






Make signs and announcements with 
the help of tha Supar Mario Bros, and 
thair Mushroom Kingdom cohorts by 
using tha Super Mario Bros. Print 
World personal computar program 
from Hi Tech Expressions. It's avail¬ 
able for IBM compatible and Commodore/Apple 
computers. The program includes dozens of draw¬ 
ings of Mario, Luigi and friends in different posas, 20 
bordars and seven typefaces. 




Croat* cards, hsaners, sig* s, 
Invitations **d other decorations 
with Soper Mario Bros, Print World 


If you like to crank up the music and sound affects 
whan you're playing games but you don't want to dis¬ 
turb the rast of the house, GameSounds from Light¬ 
wave Technologias is for you. It's a remote sound sys¬ 
tem that allows you to listen to the sounds of the NES 
over headphones without cumbersome cords. Tha 
GameSounds Trans¬ 
mitter connects to 
the audio output of 
the NES and sends 
out a signal which 
can be picked up by 
the GameSounds 
Receiver up to 30 
feet away. The 
Receiver can also be 
tuned to pick up FM 
radio stations. 



List** to the sounds of yotr NES gtmiw privotcly 
with dm GamrSouods Transmitter tml Receiver. 


vnr tfMF 07 
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This month we’re changing our color-coding system to better reflect the length of time a 
game has rated in the Top 30. This way, you’ll be able to spot new titles and time-honored 
favorites at a glance. Check it out, and let us know what you think about the change. 


Use this color-coded key to 
check on your favorite gemes. 


Newcomers appear¬ 
ing for the first time 
this month. 






MONTHS 


super MARIOBROSJ 

Ever-popular but modest, 
Mario and Luigi are old hands 
at holding down the top spot. 



Games that have 
appeared between 
two and nine times. 



Titles that have made 
the Top 30 ten times 
or more. 





8,260 

POINTS 


9 


MONTHS 


TMNT Hi 

THE ARCADE GAME 


Another pizza, hold the an- 
choviesl The too-cool Turtles are 
hanging out for another month, 


MONTHS 


The number of months 
the games have rated 
in the Top 30. 




MEGA MAN ID 

-— 

Our mega-hero and his 
mechanical canine are enlisting 
troops and trouncing Dr. Wily. 





*9 


o ' *+c r- 



FINAL FANTASY 

-- ■■ - ■ 

The enduring role-playing 
adventure is endearing to 
those who like big challenges. 




sum MARIO BROS. 2 


'onts j DOUBLE DRAGON 
MEGAMAN Q 





DRAGON WARRIOR II Eg] ultima: as 


WEST OF 
E AVATAR 


There's room for a party of 
three in Fifth Place. The saga 
of Erdrick continues. 


| Casticvania 


Dracula’s Curse 


MANIAC MANSION 




4,167 

POINTS 


TETRIS 


A little two-player tetrad-ing, 
anyone? It's double the chal¬ 
lenge and twice the fun. 



WIZARDRY 



CRYSTALIS 




90 


^ visrV 


DESTINY OF 
AN EMPEROR 

TEENAGE MUTANT 
NINJA TURTLES 

LEGEND ofZELDA 



MONTHS 


Deo is hopping to it, hoping to 
help a brave adventurer solve 
the mysteries that abound. 




THE SIMPSONS* BART 
VS. THE SP ACE M UTANTS 

Yo, mutants! That’s Bart on 
the board and he has plans to 
put you back in orbit. 



DOUBLE DRAGON D 
MONOPOLY 

THE IMMORTAL 
DRAGON WARRIOR 




STARTROPICS 


EH ZELDAD 


the Adventure 

or LINK 


5 Mike's no yo-yo when it comes 

- r - ► ■; to uncovering clues, but can 

Vl ' 1 he save the missing doctor? 




LI59 


DICK TRACY 
SOLSTICE 




DR, MARIO 

Flu season is over, but Dr. 
Mario is still making house 
calls and stomping out viruses. 


tT L Bases Loaded n 


(49 




Disney's 


DUCK TALES 


,oua ] Little Nemo 

the Dream Master 


K\m 
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Players' Picks 



Pros'Picks 


Dealers' Picks 




GAME 


1 Super Mona Bros 3 
2. TMNTI The Arcode Game 

3 Mega Man III 

4 Finol Fontasy 

5 The Simpsons Bart vs the Space Mutants 

6 Dragon Warrior 

7 Castlevanio HI—Drocula's Curse 

8 Dragon Warrior II 

9 Mega Man I 

10 Double Dr agon SI _ 

11 The Legend of Zelda 

12 Tetris 

13 Battletoads 

14 StarTropics 

15 Zelda II—The Adventure aflmk 

16 Dr Mario 

17 Super Mario Bros 2 

18. Double Drop on H 
19 Maniac Mon si on 
20. Cry stal is _ _ 

21 Nmjo Gaiden 1 

22. NES Play Action Football 

23 Teenage Mutant Nin|o Turtles 

24 G I Joe 

25 Mega Man 

26 Dragon Womor HI 

27 Disney's Duck Talos 

28 Super C 

29 Monopoly 

30 Batman 


PTS 

GAME 

PTS. 

GAME 

PTS 

4,437 

1 Final Fantasy 

3,784 

1. TMNT I The Arcade Gome 

4,251 

4,009 

2 Crystals 

3,558 

2 Super Mono Bros. 3 

3,640 

3,611 

3 Dragon Worrior H 

2,545 

3. Tetns 

2,527 

2,232 

4 Mega Man III 

2,415 

4 Super Mano Bros 2 

1,829 

1,469 

5 StarTropics 

2,302 

5 Dr Mono 

1,814 

1,326 

6 Ultimo Guest ol the Avatar 

2,222 

6. The Simpsons Bart vs the Spoce Mutants 

1,344 

1,298 

7 Wizardry 

1,610 

7 Dick Tracy 

1,215 

1,280 

8 Destiny of an Emperor 

1,594 

8 Double Dragon III 

1,195 

1,267 

9 The Immortal 

1,417 

9 Mega Man 1 

1,135 

1,111 

10 Maniac Mansion 

1,272 

10 Bases Loaded D 

1,113 

1,070 

11 Solstice 

1,159 

11 Teenage Mutant Ninjo Turtles 

1,004 

948 

12 Super Mono Bros 3 

1,143 

12. Little Nemo the Dreom Master 

1,003 

858 

13 The Simpsons Bart vs the Spoce Mutants 

998 

13 WWF Wresrfemanio Challenge 

986 

854 

14 Battle of Olympus 

902 

14 Double Dragon I 

853 

845 

15 Princess Tomoto in the Solod Kingdom 886 

15. Poper Boy 

748 

714 

16 Castlevanio I—Drocula's Curse 

837 

16 Caveman Gomes 

734 

668 

17 Nobunaga's Ambition 

708 

17 Tec mo Bowl 

720 

654 

18 Tetns 

692 

18 Disney's Rescue Rangers 

696 

597 

19 Adventures af Lolo 1 

676 

19 Dragon Worrior D 

673 

578 

20 Dr Mario 

644 

20 Dungeon Magic 

668 

568 

21. Bandit Kings of Ancient China 

628 

21 Wheel of Fortune 

631 

566 

22 Nobunaga's Ambition I 

580 

22 StarTropics 

624 

536 

23 Baseball Stars 

564 

23 Monopoly 

596 

511 

24 Zelda E— The Adventure of Link 

467 

24 Hudson's Adventure Islond I 

594 

489 

25 The Legend of Zelda 

451 

25 Arch Rivals 

586 

479 

26 Mego Mon B 

419 

26 Disney's Duck Tales 

575 

474 

27. Monopoly 

403 

27 Al Unser Jr.'s Turbo Racing 

573 

471 

28 NES Play Action Football 

386 

28 Rad Racer I 

559 

433 

29 Batmen 

370 

29 Adventures in the Magic Kingdom 

551 

432 

30 Mega Man 

354 

30. Mega Man II 

550 


NEW NAMES 
ARE MOVING 
UP 


WHAT'S NEW 
AND FUN? 

ASK THE PROS! 


FAVORITES OLD AND 
NEW MAKE THE 
DEALERS' LIST 


Tried and true titles dominate 
the Top Ten, but new names 
such as StarTropics and 
Battletoads make big leaps. 


After playing hundreds, the pros 
know what they like in a game. 
Games with depth and interesting 
story lines—the RPGs—are the ones 
they stick with, month after month. 


Customers want a varied 
selection, and the dealers are 
obliging them with the best 
games. 


on MiMTFMnn powfr 



















I f Macaulay Culkin were home 
alone in real life, he'd probably be 
playing the Nintendo videogames 
he loves. Then, the eleven-year- 
old star of the smash hit "Home 
Alone," well acquainted with boo- 
bytraps and challenges, could exper¬ 
ience the same thrills he did in the 
movie, but with a lot less trouble I 
When he's not breaking box- 
office records, the famous fifth- 
grader perfects his video game 
skills for up to two hours a day, and 
you can bet he's an expert—he's 
been playing Nintendo video games 
since he was three! 

We had the pleasure of interview¬ 
ing Macaulay recently, along with a 
group of animated, fun-loving char¬ 
acters: Chip and Dale, Baloo, 
Launch pad, Scrooge McDuck and 
Mickey Mouse. Where were we? 
\fou guessed it... Disneylandl 
In a salute to hi-tech entertain¬ 
ment Macaulay helped kick off 
opening festivities for Disneyland's 



Miculiy and Mickey apin (hi door to video game 
fin it Hie Miglc Kingdom. 


new "Videocade" 
game center, which 
will offer 30 monitors 
featuring Capcom's 
NES video games star¬ 
ring popular Disney 
cartoon characters. 

Macaulay perform¬ 
ed the opening cere¬ 
mony with Disneyland 
president Jack Lin- 
quist. Then Macaulay, 
Unquist and a myste¬ 
rious contender 
matched wits and 
played a game before 
the crowd. It was a 
tense moment and the 
winner, the mystery 
guest turned out to be 
none other than Mi¬ 
chael Scott, one of the 
1990 Nintendo World 



Championship finalists! Macaulay 
didn't mind losing and he and 
Michael spent tha rest of the day 
exploring Disneyland. 

So what's it like to be the star of 


such a phenomenally successful 
film? Macaulay says, "It's fun to be a 
celebrity; I really can't think of any 
drawbacks. Acting's the bestl" 

Macau la/s love of video games 
is widely known. During filming of 
"Home Alone," director Chris 
Columbus, aware that Macaulay, 
a.lca. "Mack," loves playing Nin¬ 
tendo games, introduced a learning 
incentive to the young star: ''During 
rehearsals, we had a deal," he 
recalls. "Mack could play Nintendo 
games if he'd memorized his lines. 
He'd go through the entira script in 
about 15 minutes." 

During long hours on the set, 
Macaulay has fun playing Game 


Boy. And when he's at home he 
doesn't play games alone. Macau¬ 
lay, 11, is the fourth of seven child¬ 
ren in a stagestruck family. His 
brother Shane, 14, recently spent a 
year on Broadway, and Kieran, 8, 
played Kevin McCallister's cousin in 
"Homa Alone." His father is a for¬ 
mer stage actor and his aunt is 
actress Bonnie Bedelia. 

Macaulay is currently hard at 
work on a film called "My Girl," and 
his future acting plans include a 
sequel to "Home Alone." 

His advice for Nintendo video 
gamers sounds much like what the 
heroic Kevin would suggest to 
anyone attempting the intncate 
gags in "Home Alone": "Explore 
when you play Nintendo games. Hit 
things, try things and then you'll 
know what to do to get better. Keep 
it up and you can be a champion I" 


VOLUME 27 91 




























Pak Watching gets more exciting around GES time because, as you all 
know, that's when companies announce their new games* No matter how 
hard we try to keep up, there are always a lew surprises at the show. 






Besides having one of the 
coolest game names to 
come along in a while. Bio 
Force Ape from Seta has 
the fastest action ever seen on 
the NES. You take control of Bio 
Force Ape, a genetically altered 
super chimpanzee, as he tries to 
make his wey through a hi-tech 
meze to rescue his edopted 
human femily. 

Pley control on the character is 
good, but one of the best parts of 
the game is when Bio Force Ape 
takes a wild out-of-control ride on 
one of the speeding platforms or 
coal cars (hold on tight!). Anima¬ 




tion is humorous, especially when 
your epe tekes a long fall and flails 
his arms helplessly (but don't 
worry—Bio Force Ape is practically 
indestructible). Bio Force Ape also 
has soma great pro wrastling-style 
moves to use against his bizarre 
opponents. 



Whila the story elements 
weren't complete in the eerly ver¬ 
sion we previewed, the action 
ingredients presant were very 
promising. We'll let you know 
more about Bio Force Ape as work 
on the game progresses. 
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NIGHTSHADE 


Konami is leaping into the 
super hero video game 
fray with e geme called 
Nightshade. Instead of 
free-for-all fisticuffs, however. 
Nightshade will follow the adven¬ 
tures of a thinking man's super 
hero, and the game will almost 
resemble a RPG. The hero. Night¬ 
shade, will have to use items 


(some outrageous, some mun- 
dene) to solva problems and over¬ 
come obstacles. Over 100 screens 
worth of puzzles must be solved to 
finish the game. Instead of points. 
Nightshade's succass will be 
meesured by his Popularity Level, 
which will increase for good deeds 
(like rescuing cats from trees, for 
example). His Popularity Level will 




also determine how the many 
people he meets will react to him. 
It looks like games with super hero 
subject matter might be the next 
big thing, and Nightshade's con¬ 
cept and thema sound unique. 
We're anxious to see how it stacks 
up against Lucasfilm Games' 
super hero title, Dafenders of 
Dynatron City. 






^ KICK MASTER 

Taito is following up Power bat winged dragons to floating f 


Blada with enothar action 
game starring a hero. Kick 
Mestar, who hes en unu¬ 
sual attack method. This time the 
action is set in a fantasy kingdom, 
and rather then e hi-tech boom¬ 
erang, the Kick Master's feet are 
registered as deadly weapons. The 
Kick Master sterts out with e 
variety of boot-basad attacks and 
gains additional fancy kicks as he 
progresses through the game's 
seven levels. 

There's plenty of standard fan¬ 
tasy foe fere in Kick Mester—from 


sorcerers—but there are also a few 
surprises. This Pak Watcher's 
favorite was the giant octopus that 
attacks as our hero makes his way 
across the deck of a ship. 

The graphics and game play in 
Kick Master were reminiscent of 
Taxan's Low-G-Man and G.l. Joe 
NES games. Tha megic plus mar¬ 


fun to play if you provide your own 
karate sound affects. Even given 
these minor similerities to other 
games. Kick Master has its own 
original style and is interesting and 
fun to play. Watch for more detail 
in upcoming issues. 


tial arts theme has been done 
before (in Ninje Gaiden, for 
example) but Kick Master is set in 
a western-styla fantesy world. It's 
similar to other martial arts action 
gamas in that tha game is more 
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We’re back from CES and we’ve 
had a chance to collect our notes. It 
came as no surprise that there were a 
of good games on display. What was 
prising was the balance between the 
three Nintendo systems: NES, Super NES and 
Boy. Each system had its strong titles. 

For each system, Nintendo Power chose a few 
games that represented excellence in game development. 

These games were featured in the central area of the Nintendo booth. 

Most of these titles were very dose to being released, so they had been announced or covered in 
Nintendo Power. Here are some of the highlights of the Summer CES: 





Nintendo* 


enTERTPiinmEnT smsteiti 


The games Nintendo Power 
picked as Best Of The CES for the 
NES were Battletoads, Dr. Mario, 
Mega Man 3, Super Mario Bros. 3 
and TMNT: The Arcade Game. Of 
all these, Battletoads generated 
the most excitement probably 



AmericM Gladiator* later aad Gemiil were an heed to 
promota Bametak'a America a Gladiator* lor tka NES 


because it hadn't been released at 
the time of the show. Tradewest 
did a great job with their Rash cos¬ 
tume, which was often seen walk¬ 
ing through the show. 

Games based on character 
licenses were in plentiful supply, 
but several stood out. Batman: 
Return Of The Joker (SunSoft) fol¬ 
lows the comic book Batman more 
closely than the movie version. 
The new NES Batman is almost 
twice as tall as the first one, and 
goes back to wearing the standard 
blue and grey costume. Taito is 
developing a Flintstones game 
that is a basic side scrolling action 


title, but the Fred character looks 
good and the Bedrock-style back¬ 
grounds are well done. Hi Tech's 
Tom & Jerry, based on the cat and 
mouse cartoon, also features 
good character animation and fun 
game play. 



F ni HhitstMa hopes players have a *yabba-dab- 
ha-doo tlma” playing tfca FUntstoaas NES gima. 
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The Super Nintendo Entertain¬ 
ment System (SNES) was 
launched in style at this CES. Six 
giant monitors, with super sound 
systams plugged into Nintendo 
Power's Best Of The CES gama 
choices, were the central attrac¬ 
tion of the Nintendo booth. The 
featured titles included ActRaiser, 
F-Zero, Gradius HI, Pilotwings, 
Super Ghouls 'n Ghosts, Super 
Mario World, Super R-Type and 
Castlevania IV. 


Of the other 40 
plus Super NES 
works in progress, 
several showed pro- 
misa. Drakkhen 
(Kemco-Seika) should be a hit in 
the RPG scene. It's a first person 



Nletoado Power Edltor-in- Chief Bin Tilde n looks ot 
as mil Ufmbeer dimas SNES Combat Basketball 
from Hudson. 



perspective adventure that lets you 
go in any direction, with smooth 
scrolling. American Sammy 
announced it would bring Wan¬ 
derers From Ys, a hit PC RPG from 
Japan, to the Super NES. Equinox 
(Sony Imagesoft), the sequel to 
Solstice, accomplishes some 
great 3-D effects using the SNES 
technology. Super Battle Tank 
(Absolute) and Super Wrestle- 
mania (UN) both use the SNES 
VGA mode to create very colorful 
and almost photographically real¬ 
istic screens. 


GAME BOY 


No one left out Game Boy at the 
show; over 50 new titles wera on 
display, including Nintendo 
Power's Best Of Gama Boy: Cas¬ 
tlevania II: Belmont's Revenge, 
Lunar Chase, Mega Man in Dr. 
Wily's Revenge, Metroid II: Return 
Of Sam us. Super Mario Land and 
TMNT H. Castlevania II improves 
on the first Game Boy Castlevania 
with better graphics and play con¬ 
trol. Lunar Chase from Nintendo 
uses new 3-D programming to 


create a first-person tank 
game with real-world 
feel. Metroid II for Game 
Boy is the long-awaited 
sequel to the NES title. Samus 
must explore extensive caverns 



Tim Stamper al Rare aid editor Dan Dwwa jola Reeh la 
gettlag pumped up about Battletoads for Gama Roy. 


and mazes to destroy SR3BB, the 
Metroid home world. TMNT H for 
the Game Boy also updates the 
original with six new levels of 
action. 

Nintendo Power's Best Of The 
CES weren't the only stars of the 
show for Game Boy. Battletoads 
for Game Boy looks almost as 
good as the NES version. NES hits 
Adventure Island (Hudson) and 
Double Dragon K (Acclaim) will 
also make Game Boy appearances 
soon. Hunchback, a new action 
game from Ocean, stars a likeable 
medieval bell-toller with a sense of 
humor. 






Speaking of fun 
game play, Hudson 
is working on an 
as-yet-untitled se¬ 
quel to Bomber- 
man that features a 
multi-player mode. 
Triple your playing 
enjoyment as you 
try to blow up a 
couple of buddies. 
Bomber man stylal 
Other titlas of note 


Barblt fcersatf comes to Ufe le the NES Serbia 
game and al tha CES Show. 


included: Bio Force Ape (Seta) for 
its super fast action. Barbie (Hi 
Tech) for its giant character (bigger 
than the new Batman), Smash TV 
(Acclaim) for tons of action with 
no flicker, Roger Clemens MVP 



We caught Howard Phillips at his new past In the 
Iucjb Arts/ JVC booth. 


Baseball (UN) for its new angle 
on the diamond and Battletoads 
(Tradewest) because we like itl 



Multi-player action was emphasized with the NES 
Sports Sll aid Facehall 2000. 
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Development Dispatch 


Things are heating up for the Super NES as the system’s release draws near. Games of all kinds are planned 
(as you know if you read our 16-bit software preview last issue) hut it looks like one of tha system’s initial 
strengths may be fantasy adventure games. Here’s a look at three that are guaranteed hits: 


ZELDA IH 

While Nintendo Company Ltd. is 
being extremely secretive about 
the third game in the famous 
"Zelda" series, we have heard that 
it should be completed by August, 
with a scheduled releasa date of 
winter 1991. From what we've 
seen of Zelda ID, all we can say is it 
looks awesome I The game play 
viewpoint harkens back to the ori¬ 
ginal Legend Of Zelda but has 16- 
bit graphics which allow for larger 
characters and enamias as well as 
greater depth and realism. 16-bit 



scaling tachnology is used to 
zoom in and out on tha overworld. 

The story behind Zelda HI links 
with tha past in that tha hero is an 
ancestor of Link (also named Link) 
and the main maiden he must res¬ 
cue is an ancestor of Zelda. Not 
only ara tha objects in the world 
huge, but the world itsalf is gigant¬ 
ic, with many items to find, people 
to talk to and sacrets to discover. 
Link has more amazing abilities 
than ha had in the other Zelda 
games, and the plot and story are 
also more involved. Be sure to stay 
tuned to Nintendo Power for tha 
inside scoop on this super gamel 


CASTLE VAN IAIV 



We've saen only an early version of Castlevania IS, 
but it looks very, very good. Maybe we're getting used 
to it but the Castlevania play control in this fourth in¬ 
stallment seems to be the best yet. The hero (we'ra 
not sure if it's Simon, Trevor, or another Belmont) also 
has a few new whip-cracking moves, including the 
ability to whip up and down and to swing across gaps 
using his whip, a la Indiana Jones. The graphics are 
detailed and really give a gothic feel to the game's 
eerie setting. This is another one to be on the lookout 
fori 


SUPER GHOULS 'N GHOSTS 



So far, thare's no shortage of challenge in the vari¬ 
ous Super FamiCom titlas we've seen (Darius Twin 
and Gradius HI coma to mind as real tasts). From play¬ 
ing the Japanese version of Super Ghouls 'N Ghosts, 
we can say that this looks like the most challanging 
16-bit gama yeti After a long absence, Arthur returns 
for more battlas with the forces of evil. His foes—zom¬ 
bies, magic users and of course, ghouls and ghosts— 
are all portrayad in supernaturally good graphics. This 
isn't a gama for tha weak at haart or the easily 
frustrated. 
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GOSSIP GALOR1 




THE EMPIRE STRIKES BACK 

Lucesfilm Gemes end JVC recently announced thet they ere working 
on an NES game for release in 1992 based on The Empire Strikes 
Beck. The game follows the plot of the movie end focuses on the 
adventures of Luke Skywalker. During the course of the geme, Luke 
will battle Imperiel Welkers on Hoth, finish his Jedi treining on Dago- 
bah and rescue Princess Leie from Bespin. As in NES Star Wars, 
vehicles ere im portent, end Luke will be eble to ride or pilot e taun- 
taun, Imperiel Welker end X- 
wing fighter. The ection culmi- 
netes with e deteiled light saber 
duel between Luke end Darth 
Veder. 







OVERLORD 

If you like strategy gemes, checkout Overlord for the NES from Virgin 
Games. Overlord pits you against an elien commander in e desperate 
bid to take over e soler system of barren plenets. Not only do you have 
to manege resources to terraform end colonize the plenets, you have 
to send troops to hold them. Overlord wes originally e PC geme, but it 
looks like ell the complexity end 
graphics trenslated well to the 
Nintendo Entertainment System. 



DIE HARD 

We recently got e chence to pley Activision's interesting NES Die 
Herd geme (based on the movie sterring Bruce Willis). It includes 
decent ertificiel intelligence routines for the enemies. They respond 
to your ections end send reinforcements to the floor you're on, end 
your vision is limited to your 
character's line of sight. These 
"fog of wer" end "smert" enemy 
features add to the challenge. 






1 

1 it 

4 < / 


BARBIE 

Move over, G.I. Joel Soon you won't be the only toy figure thet has an 
NES geme. Hi-Tech Expressions plens to release e geme pak starring 
Berbie in the near future. The geme follows Berbie's search for the 
megical clothes and accessories she needs to attend a Royal Fentesy 
Bell. These items are hidden in four fentasy worlds. Even if it's not for 
you, the Barbie video geme 
might make e good gift for a 
younger sister who is en NES fen. 





mi pi wm 


COMING SOON 

Ad da ms Family 
Barbia 

Bio Force Ape 
Bucky O'Hara 
Captain Planat 
Dia Hard 

F-15 Strika Eagle 

Home Alone 

Hudson Hawk 

Kick Master 

Nightahada 

Ovarlord 

Piratesl 

Smash TV 

Star Trek 

Star Wars 

Tacmo Supar Bowl 

The Empire Strikea Back 

The Hook 

Tiny Toona 

Ufouria 

Ultima; Warriors Of Destiny 

Whara In Time Is 

Carmen Sendiago? 
Whars's Waldo 
Wolvarine 
WURM 


SUPER NES 
PLANNER 


COMING SOON 

ActRaisar 
Castlevania IS 
Cavaman Ninja 
Dariua Twin 
Drakkan 
F-Za ro 
Final Fight 
Gradius HI 

John Maddan'a Football 

PGA Tour Golf 

Pilot winga 

Populous 

SimCity 

Super Bases Loaded 
Super Mario World 
Super R-Typa 
Supar Play 
Action Football 
UN Squadron 
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BACK ISSUES 


Nintendo Power's back issue* are availablo* 
individually. Add them to your collection I They 
contain those exciting reviews; 

Vetumfr 14 (July/Aug. '90)‘ Rescue Rangers, 
Snake's Revenge, Solstice, Crystal**. , 

Volume 16 {Sept./Oct. '9D): Manioc Monsran, 
Find Fantasy, Roller Games, NES Play Action 
Football, Snake Rattle 'N Roll, Kick)# Cubicle. 
Volume 1 8 (Nov./DeC. '90). Dr. Me ria, Castle- 
vanio HI, Little Name the Dream Master,Solar 
Jctman. 

Volume 20 (Jan.'91): Mega Man H, D*|d Vu, 
Gremlins 2, The Immortal. 

Velbme?1 (Feb.'91};StorTropics,TMNTH:The 
Arcade Gome, Quantum Fighter, Magician, 
Ultima: Quest of the Avotor. - 

Volume 77 (March '91): Metn&term, Star- 
Tropics, GJ. Jee, Nudsen's Adventure Island IL 
Vo umi 23 (April *91): Power Blade, Sword 
Master, Totally Red, Monopoly. 

Volume 24 (May '91): Vice: Prefect Doem, The 
Adventures ef Lale HI, The Rocketeer, The Lone 
Ranger. 

Volume 2$ (June *91)? Battletocds, Day Dree- 
min' Davey, NES Open Tournament Golf. 
Volume 26 (Aug. '91 }i Robin Need, Rackin' 
Kate, Theimfe Mermaid, Bill 8 Ted's Excellent ■ 
Video Adventure. 


STRATEGY GUIDES 
AND TIP BOOKS 


Nintendo Power's Strategy Guides end tip 
books cover same of the most popular games 
eve and contain the most complete Informa¬ 
tion there Is. 

Strategy Guides Now Available: 

Volume 13: Super Marla tiros, 3 
Volume IS: Ninja Gaiden H 
Volume 17: Final Fcnfusy 
Volume 19: 4-Player Extra 



Tip Books Available, 

The Legend of Zelde: Tips and Tactics 
How to Wm at Super Mario Bros. 

To order the strategy source of ycur choke, use 
the form at the front of this issua. 


PHONE DIRECTORY 




Nintendo Power Subscription 



1-800-521-0900 

Subscriptions and renewals 
only. Coll 24 hours Q doy* 7 
days a week. 

Consumer Service 
t-800-255-37(J0 


CoH for general assist* 
once or to change your 
c ddrets between 
and midnight Pacific 
time, Monday threw 
Saturday, or R ojti, 
end S pjn. Sunday, 


GemePlay Counseling 


1-206-885-7529 


Stumped by o game? Call aur Game Play 
Counselor*’for help between 4 ajn. end mid¬ 
night Pacific time, Monday through Saturday, 
or B e.m. and S p jn. Sunday. It’s long distance, 
so before yea coll, be sure to get permission 
from whoever pays the bill 


PROJECTION TV REMINDER 


To order your back issues, use the farm ot the 
front of this iteuo.* 


SPECIAL PACKAGES 


Issues tram our first two years are available 
anfy in special collectors' seta They cover 
games that are just as great new os they were 
than, so you won't want to miss them. You 
wcn'tflnd these issues at newsstands, end you 
won’t find thfo Information anywhere elstl 



The First-Year Set includes in-depth reviews of 
the fellcwlng games: 

—Super Mario Brae*.2 ■ " , 

—Ninja Gaiden 

— Costlevania K—Simon's Quest 
— Zelda H—The Adventure af Link 
—Teenage Mutant Ninja Turtles 



The Second-Veer Set coven these games: 

. Mega Man 3T 
—Oregon Warrior 
—Super Marin Bros. 3 
—Tetris 

—Final Fantasy 
—Super C 

These sets c re loo good to mitt I They're avail¬ 
able a nly while supplies last, souse the farm ct 
the front of this Issue to order now I 

* 
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As we pointed eutm Jc ovary's Bulletin Board, 
playing video gomes on a Projection Televi¬ 
sion (PT) a risky business. Becousoof the way 
PT» ore designed, any fixed imoges—not just 
video games—can imprint on the screen. And 
when an imago has "burned In," It shows up 
no matter what program you watch. PT 


screvre urt expensive, »o heed the warning 
we print jn our manuals: DO NOT USE YOUR 
VIDEO GAMES WITN PROJECTION TELEVI¬ 
SIONS. Your PT manual shnuld contain a 
warning, toe. If you have any problems, con¬ 
tact your PTs manufacturer. 
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PLAYER’S POLL CONTEST WINNERS PROM APRIL 
1991 ISSUE » 

GRAND PRIZE: A TRIP FOR FOUR TO THE DIEHARD 500 

WINNER U.MgH.n Now Mndawi, ID 

V. 

SECOND PRIZES: BlLLpUlQTTS SUPER NASCAR 
CHALLENGE GAME PARS 8 PIT CREW JACKETS 

WINNERS: Mark Ah Yo, A lea, Nl; Joshua Bailey, Rockford, IL; Rolph Boyd, Douphin, PA; 
Mvcury Copilr, Edison, NJ; David Cortes, Colorado Springs CO; Greg DeVare,Brf Canyon, 
CA; No then Norman, iowden, IA; Jaime Jontis, Nurtfand, Wfo Aaron Long well, Coeur 
d'Alene, ID; Dave Ransch, Buffalo, MN. 

THIRD PRIZES: NINTENDO PbWER JERSEVS 

WINNERS? Chris Baker, Ooltewah, TN, William Bowers, Las Vegas, NV; Danny Bresaick, 
Columbia, .MD; Drion Carla, Glendale, AZ; David Chombers Jr., Salamanca, NY; Alax 
Chavez, Santa Fa Springs, CA; Darin Ckhowski, Linden, NJ; Kyle Clay Jr., PhoonlxvRIe, PA; 
Matt Corder, Spring Nilt, KS; Aaron Decker, toes* City, KS; Tammy DiGion vittorio, Norwood, 
MA; Ken Gaffrey, Condo, ND; Jamin Ivan Gahm, Freepcrt, IL; Scotty Greene, Butler, GA; 
Jered Greeowucd, Aurora, CO^ Richard Hagge, Elmendorf AFS, AK; Adorn Nehinger, 
Hedc,SD; Nathon Nelder,Kasson, MN; MarkNelmers, Gncinncti, ON;Tyler Holden, Sunny- 
side, WA; Jason Humble, Storks, LA; Ryan lgorcshi,Sonto Ana, CA; Patrick logg, HcrHelle, * 
AL; Danny Macdiione, Kings Park, NY; Michael Makin, Frederkksburg, VA; Scott Martin, 
Chllliccthe, IL;Csaba Mate, P la ot Oty, Ft; Kimberly Newsome, Powder Spring s, GA; Jason i 
Nold, Portland, OR; Adorn O'Brien, Fort Athlreart, WI; Mary E. Olson, Maple Lake, MN; Dee 
Porker, Westerly, Rl, Kori Pnns, Maple Grove, MN; Modortn© Pruitt, Terre Haute, iN; Grey 
Rigney, Lubbock, TX; Tom Rabbins, McHenry, IL; Nik Ramano, Gouldsboro, ME; Cam Rum- 
ford, Bellinghcm, WA; Sandra K. Russi, Chugtak, AK; Brian Schehl, Caldwell, ON; Erk 
Snyder, Pointed Post, NY; Mark S. Strang,San Diega, CA; ShmuliTaub, Brooklyn,NY;Steven 
Thiele, Meta, AZ; Melissa Tingler, Winter Gardwi, FL; Ffondo Vdazquoz, Cagoas, PR; 
Norman Wilkins,Siletz, OR; DonSel Matthew Worthey, Fomer, TN; William Wu, Alhambra, 
CA; Gory Young, Kalispab, MT. 
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NEXT ISSUE 



COM/NG NEXT MONTH 

SUPER NES GAME FEATURES 

A great lineup of Super NES titles is ready and waiting for the system's 
arrival. Next month, get a better look at games such as Super Mario World, 
Castlevania EZ, Final Fight, and SimCity. 


STAR WARS 


The saga began a long time ago in a galaxy far, far away. Now, through the 
magic of hyper-space, the NES version has arrived. Join Luke Skywalker 
as he raises his Light Sabre against the forces of darkness. 


SMASH TV 


It's time to pick up your presents—and you'd better hurry. Waves of clone- 
like soldiers will flood the room soon, and they're not going to let you leave 
the room without a fight. 


FINAL FANTASY ADVENTURE 

With play that is similar to The Legend of Zelda for the NES, this epic 
Game Boy adventure requires dexterity. As you explore many worlds, you 
must wield your sword with finesse and escape enemy fire. 


Dear Readers, 


I bet everyone has ospired to work on gome devel¬ 
opment, ond Vm sure It ivould come os na sur* 
prise to you thot the editors of Nintendo Power 
share this dreom. But there’s o lot more to mok- 
Ing o hit gome thon just coming up with an idea, 
os I found out u>hen I visited Nintendo Compony 
Ltd. heodquorters In Kyoto, Jopon. 

The purpose of my visit wos to leorn the ropes 
os o communications liaison between Nintendo 
of Amerlco, Nintendo Compony Ltd, ond outside 
developers. Although this wosn't really gome 
design , it was about as dose as you can get! 

Working In the Inner sonctum of NCL H&D, I got 
o chance to see ofew top secret projects thot the 
generol public won’t know oboutfor months. As 
o motter of fact, secrecy is so impartont, even the 
different H&D groups within Nintendo don r t even 
know whot the others ore working ontPlons ore for me to go bock this foil ta 
work further with the development teoms on gomes for the Super FamiCom 
ond Super NES . Til be sure to keep you oil posted; thot Is, If the projects 
oren't top secret! 


Dan Owsen Agsnt 710 
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Our goaf is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo am only interested fa preserving classic magazines 

that are at leasts years out of print 

We have no desire or Intention to profit from these fa any way. 

So please. If you come acmes people trying to aeti these releases, don't support them! 


Thank You and ENJOY! 



